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Diddy's back and 
better than ever. 

Fasten your seat belt. 

This coming To| 

full throttle. Donkey s 
Kong Country 2™ Diddy's Kong Quest™ Sleek, stylish and fully loaded. With 
t iMM. I Al. l . trgH 32 megs and so many^^m^^^H it even outperforms last year's 
model. But don't take our word for it. Let Diddy take you once around the 

park —sunken pirate ships, IWP^ Blrr ol ler coasters, beehives. (Watch the J 
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Welcome to GameFan, volume three,issue twelve; the 
end of our third year in publication. The team here at GF 
is more dedicated now than they were day one, a rarity 
in this business, and we feel very confident that we’re 
bringing you the absolute best publication on the market. 
Going into ’96 we are on the verge of home console 
gaming perfection. It’s an exciting time to be a part of 
one of life's greatest pastimes. 

As the next gen consoles begin to stockpile high quality 
software, some of which surpass anything currently play¬ 
ing at your local arcade, it is apparent that the world of 
video games has finally reached that lofty goal we’ve all 
dreamed of for so many years: arcade games at home. 
Not facsimiles thereof, but the real thing. Throughout the 
last three weeks our whole outlook has steadily changed 
as game after game rolled in for the Sony PlayStation, 
each one a game that you’d love to tuck into your back 
pack, take home, and spend days with. We’re not used to 
this. Issues always have bright spots but never this 

many in one month. We had to carry over quite 
a few that we simply couldn’t make room for. 
,jH:. t They just keep coming. We 

¥ V4 , ; had a feeling that 


Sony would do it right, we just didn't realize how right. 
Last month I complained of too few import games reach¬ 
ing the states. While I still feel RPG’s are 
sorely needed and games like Steamgear m 
Mash and Hermie Hopperhead (they’re both ’w 

in hernt shnnlri hp instant nnrtc I'm mnro 


in here) should be instant ports, I'm more " 
confident than ever that the American game scene will 
rise to the occasion. This is largely due to the early out 
pouring of great titles for the PS. We’re all in agree¬ 
ment, Sony’s has been the best thought out and execute) 
hardware launch in the history of gaming. All we need 
now is for Sony and Sega to recognize the diversity 
they’re creating and make the effort to port the RPG’s 
and other great titles that Japan has to offer. That woulc 
make everything perfect, if the care they’ve taken in the 
introduction of their hardware is any indication, I’m con¬ 
fident that will happen, and for the first time, not only 
will we be buying arcade quality excitement at a fraction 
of the price, but enjoying it from multiple cultures. We 
had a great time making 
this one; enjoy a great -», 

issue of : z 
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Skeleton Warriors™ and associated trademarks and copyrights are owned by Landmark Entertainment Group aptjusel under license. ©11 
Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All Rights Resented. Developed for Playmates t^Neversofftntertainment.' 


ii you aren i, your nexi prayer 
may be swallowed in a gore-choked 
scream. Because Baron Dark's got a 
bone-to-pick with the human 
"',,j race. And it's up to you to 
annihilate his evil Light- 
star Crystal and rip 
v apart his legion of 
Skeleton Warriors™ hurtling at you in 
over 20 marrow-eviscerating grisly, 
grueling levels. All in skull-thrashing 
3-D. But don't worry.lf you don't 
conquer this evil, at least you can 
finally rest. In peace. 







fiWebSite address al mtp://www 
yailable 24 hours a day/7 days ; 


jfPft}rgame hintscall 1-900-933^ 
.U.3 ;orily. E SPN Extreme Games is d 


69). The charge is $0.95 { 
I by Sony Computer Entei 


.Touch-tone phone i 



IF YOU FALL WHILE BLADING AT 


85 MPH, 

YOU COULD GRIND OFF 



SONY 



LOSE SOME 
WEIGHT 


You’re choking on a large piece of dirt, you’ve got a boot in your face and you swear you just lost 
your ear. You’re either deader you’re playing E&PN Extreme Games. Only on Sony PlayStation. The 
object of the game is 


>. Bike, blade, luge or board your way through the rocky crags of Utah 

jjg| HP r 

or Jungles of South America and four other radical courses while your opponent tries to play stickball 
with your skull. Simple, right? The Sony PlayStation provides 3 -D graphics and superfast ultra 

realistic game play. So when the mountain biker kicks you in the face, you ’ll PlayStation 
become road pizza in beautiful 3-D. Now, ivho’s ready to start dieting? u r n Q ^ 


h.PtayStatiorT and th&PlayStation logos are trademarks of Sony .^Computer Entertainment, jmSESPN, EjfWf2 artEsSfeme Ghrribs are tradenjarks ofESPN. jM.AH .rlggts rest 
i with Names Internalional, Inc. and International Computer Group. Inc. © 1995 .Sony Electronic Publishing Coma^^jheratmgsigfljusa registered trarjernark of The Interactive Digital So 
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Bar strength, Speed, and that 
health,, glow. 





tongue-lashing alter-ego. Oh yeah, we got 
Hungiy-Man portions Of pop-CUltuIB 
cheese all light. With, late might TV freaks 


comedian Dana Gould—that give 


gez major attitude. 


So fbrget about 


bug du jour 


Check out our cool Web site at http://www.crystald.com Crystal Dynamics,ithe Crystal Dynamics logo, GEX, and the GEX image are trademarks of Crystal Dynamics, Inc. ©1995 Crystal Dynamics. All rights reserved. 










through six 


the only- 
true 360° 
It's just you, your 
she wild, blue yonder. You 
can hover in mid-air, dive 


in any direction, even devour loop-the-loops 
at Mach 7. (Warning: air sickness bag 
not included.) Your mission, 
should you choose to accept it, 
is to battle the madman Kreel 
ent 3-D worlds before he grabs 
enough red mercury to destroy the 

universe. With Swarmer missiles. Plasma 

• u 

cannons and Doomsday bombs, you've got more 

r 

firepower than a state militia. And you'll need it, 

n 

because while tanks are shelling you from the 

o p 

ground, bogeys are swarming 

t 

all over you in the air. Just don't throttle back 
too fast. Or you'll wish 
you'd brought along an extra pair of boxers. 



READERS' TOP TEN 

1. Killer Instinct - SNES 

2. Donkey Kong Country - SNES 

3. Battle Arena Toshinden - PS 

9. NBA JAM:TE-SNES 

10. Street Fighter Alpha - Arcade 

READERS’MOST WANTED 

1. Tekken - PS 

2. Killer Instinct II - U64 

3. Diddy’s Kong Quest - SNES 

4. Loaded-PS 

5. Virtua Fighter 2 - Saturn 9 

6. Final Fantasy VII - U64 

7. Star Fox II - SNES 

8. Toshinden S - Saturn " 

9. X-Men: Children of the Atom - Saturn 

10. Darkstalkers - PS 

1 DEVELOPERS * 1 ■ virtua Fiqhter Remix - Saturn 

TOP TEN 2. Sega Rally ■ Arcade 

! This Months' Guest Developer ^' r * ua Fighter 2 - Arcade 

| gore's 4. Panzer Dragoon - Saturn M 

Jeremy H. Smith 5. Terminal Velocity- PC 

6. Thunderstrike II - Saturn 1 

7. Descent - PC 

8. Ridge Racer - PS 

9. Daytona - Saturn / Arcade 1 

10. Full Throttle-PC 

25 1 • Warhawk - PS 6. Diddy’s Kong Quest ■ SNES 

m 2. Earthworm Jim 2 - Saturn 7. Hermie Hopperhead - PS 

1 C 3. Steamgear Mash - Saturn If M 8. Assault Riggs - PS 

« 4. Sega Rally - Saturn 9. Street Fighter Alpha - PS 

5b 5 - Skeleton Warriors - Saturn 10. Loaded - PS 

I.Soul Edge-PS/Arcade 

2. Secret of Mana 2 - SFC 

3. D2-3DO M2 

4. Mystic Ark-SFC 

5. Virtua Fighter II - Saturn 

___ 6. Resident Evil - PS 

Lgfcl 7. Tactics Ogre-SFC 

1 Wll 8. Pulstar - Neo'Geo 

9. Dracula X - PS 

10. Yoshi’s Island -SNES 

1 pj£ 1. Street Fighter Alpha - PS 6. Virtua Fighter II - Saturn 

2. Resident Evil - PS 7. Mario Clash - VB 

| jjO 3. Soul Edge - PS / Arcade 8- Rid 9e Racer Revolution - PS 

QC 4. Yoshi’s Isjand - SNES 8- Night Warriors - Saturn 

5 - Blood Omen: Legacy of Kain - PS 10. Loaded - PS 

I.Soul Edge - PS / Arcade 

2. Warhawk-PS 

3. Yoshi’s island - SNES 

4. Ridge Racer Revolution - PS 

5. WWF Wrestlemania - PS 

■ 

6. Diddy’s Kong Quest - SNES 1 

7. Tactics Ogre - SFC 

8. AlienTrilogy-PS 

9. Street Fighter Alpha - PS 

10. Dracula X - PS 

1. DKC2 - SNES 6. Doom-PS 

Cl 2. K! - SNES BH| 7. Soul Edge - PS / Arcade 

|jj 3. War Hawk - PS pfl 8. Mario RPG - SNES 

li 4. Yoshi’s Island - SNES 9- New Japan Pro Wrestling - PS 

5. Street Fighter Alpha - PS / Saturn 10. Twisted Metal - PS 

I.Soul Edge - PS / Arcade 

2. New Japan Pro Wrestling - PS 

3. Street Fighter Alpha - PS 

4. Warhawk-PS 

5. Pulstar - Neo*Geo 

E3 

6. Layer Section - Saturn 

7. Fire Pro Gaiden - Saturn 

8. Tekken 2 - PS / Arcade 

9. Yoshi’s Island-SNES 

10. Ridge Racer Revolution - PS 


WIN TK SAME SYSTEM IF YNR CIIICE! ENTER TODAY! 

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yei 
I on a piece of paper or a postcard then send them to: (SAME FAN TOP TEN 5137 Ciareton Dr., Suite 210 Agoura Hills,CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X, Your choice of one of the Picks A FREE year of Diehard Game Fan! 

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the Universe! 

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified 


tmritilitlni] 


to last month’s winners: 

First Prize: 

Jeremy Wirsche Harlingen, TX 

Second Prize: 

iMan Hicks Fort Scott, KS 

Third Prize: 

Anthony Morini Rochester, NH 































'■my/' 

WARHAWK 
PLAYSTATION 
SONY • CD 
FLIGHT SIM 

Warhawk is so good, that it wil 
most likely turn everyone who 
plays it into devoted PlayStation 
worshippers. The feeling of flight 
is so realistic that it makes all pre¬ 
vious flight sims seem archaic 
the music is perfectly suited, and 
is as addicting as any I’ve ever 
Stay out of the cockpit mode an 
yourself a perfect game. Oh, 1 
skip the FMV or run the risk of mee 
nauseating woman of all time. 

ILILIL in [0 

® ® ® © 

\ 

he gameplay 
experienced, 
d you've got 
most forgot, 
ting the most 

m 

1 can’t believe how good this game 
is. Warhawk is, by far, the hest 3- 
D game I’ve ever played on the 
PlayStation. With amazing, cine- 
malic-style, 3-D special effects 
and a soundtrack worthy of a major 
motion picture, Warhawk is less ot 
a game and more of a interactive 
mean that in a good way). Hear 
believe me later: If you can have o 
for your PlayStation, get Warhawk. 
video game, it’s an experience. 
Sony/SingleTrac makes a sequel. 

fi, if. mM i 

® ® ® ® 
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i\ 

movie (and 1 
me now and 
ply one game 
It’s not just a 

1 just hope 

m 

m Us 1 

ASSAULT RIGS 
PLAYSTATION 
SONY • CD 

3D TANK SIM/STR 

“Entering arener" 1 may never 
find out what an ‘arener’ is, but 
know one thing, Psygnosis has 
created a virtual environment that 
surpasses all before it. Assault 
Rigs begins with an intro to die for 
and proceeds to become a totall 
experience. AR’s masterful techn 
is a joy to behold and the long co 
are filled with traps, floating plait 
tunnels and are texture mapped t 
disbelief. I’m lovin' my PlayStatio 

submersive 
soundtrack 
mplex levels 
orms, hidden 
the point ot 

m 

OK. Where did Psygnosis accumu¬ 
late all this PlayStation power? 
Assault Rigs marks yet another 
original, high quality title for the 
Sony 32-bitter by this British soft¬ 
ware house. The only way 1 can 
describe AR is that it's the thinking 
man's Battlezone with arcade qua 
and gameplay. With 3-D graphics 
fps, great control, sound effects an 
heaven, intelligently laid out playfi 
views and 50 (that’s right, 50) 
shockingly good. Buy it. 

if, En m, i 

© © © © 

/i 

lily graphics 
unning at 60 
music from 
Ids, multiple 
evels, AR is 

m 

|ES>* 

tidy! 

TWISTED METAL 
PLAYSTATION 
SONY • CD 
MOBILE COMBAT 

The single most important aspect 
of Twisted Metal is its original 
theme. Dashing madly across 
inner city streets and suburbs, 
bent on destruction, in an ice 
cream truck, no less, is just the 
coolest. Rolling up on people's 1 
though parks, leaping into storir 
pulling into convenience stores is 
You can go anywhere in TM. PS : 
it's at, and this game goes there 
force and deep gameplay. 

ifillS. S Hn 10 
© ® © © 

V 

wns, cutting 
drains and 
pure genius. 
3-D is where 
with ample 

m 

Wow! The Sony/SingleTrac duo 
produces yet another amazing 
game for the PlayStation. If 
you’re looking for something 
totally diflerent, this is it. The 
PlayStation’s 3-D abilities are 
well used in this game. Twiste 
realistic towns, huge levels, cool 
music, and a very original theme, 
yourself, hunting down the enem 
linking up with your friends is a 
This game is non-stop shooting lu 

im, EL fi.® 

© © © © 

- . 

ii 

Metal has 
cars, rockin’ 

, Playing by 
y is tun, but 
i total blast. 

m 

DESTRUCTION DERBY 
PLAYSTATION 
SONY • CD 
DEMOLITION 

At first glance, one might consider 
Demolition Derby too one-dimen¬ 
sional with its straightlorward 
drive n' crash theme. After extend¬ 
ed play however those views 
quickly change as you discover the 
many nuances ot this great oi 
Surviving is one thing, winning 
Psygnosis has done an incredible 
graphics with mind hlowing text) 
and pumped in a great soundtrack 
with them. Both visually and aurally 

1L 1L EL1L1 

© © ® © 

V 

riginal title. 

job on DD's 
ire mapping, 
to go along 
, DD delivers. 

m 

I’ve been waiting years lor some¬ 
body to make a game like 
Destruction Derby. 1 love a good, 
realistic racing game just as 
much as anybody else (which is 
provided in Destruction Derby), 
but every once in a while, 1 like to 
crash into things... really It; 
PlayStation smash-test has so mar 
and body panels flying, it’s hard to 
techno music is fab and the contri 
five, but it's the ultra-smooth 3-D 
the main event. Awesome. 

iL ifi el ili 
© ® © © 

ard! This 
ty wild spins 
believe. The 

Dl is instinc- 
in DD that’s 

m 
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SOLAR ECLIPSE 
SATURN 

CRYSTAL DYN. • CD 
3-D SHOOTER 

Being that I’m the only reviewer 
who actually beat Solar (i hogged 
it, OK?), 1 can honestly say that it's 
not only one of the deepest shoot¬ 
ers in gameplay, but design as 
well. The tunnel system in this 
game is fantastic. Graphically, 
Crystal pushes the Saturn close to t 
insane textures, super fast 3-D, an 
worlds. The accompanying story i 
communique from your squadron 
to the gameplay and the music is e 
is the new king of shooters. 

i ® © ® ® 

% 

he edge with 
d cavernous 
and constant 
actually add 
xcellent. CD 

m 

1 was quite taken with Total f 

Eclipse and now Crystal has . . 

brought the series into the next 
generation. Solar Eclipse features 
both major and subtle design 

relinements, such as the actual 1_ 

ability to use the perpindicular barrel roll posi¬ 
tion to pass through small crevices. No longer 
is this move just for show! The graphics and 
rich texture mapped worlds have evolved right 
along with the gameplay. Solar is a fine 
achievement, and comes with a free movie! 


When I first heard the PlayStation [ 
was going to he “THE 3-D sys-k •_>,? -w_ji 
tem,” I was not pleased... Boy,! II 


redefining 3-D game has 
this time a flight sim. Warhawk is 1 
the perfect blend of 




soundtrack, engulfing gameplay, and special fx 
that shoot everything else out of the sky. 
Nothing prepared me for this shocker...w 
what else the PlayStation is capable of? 


The first thing that popped in_ 

mind when I first played this game 
was, “Awesome... Tron meets 
CyberSled!" Assault Rigs is one of 
the more creative blasters I've seen 
in a long time. It mixes amazing 3- 


graphics with high-intensity tank busting action. 
The on-screen events are rammed home in shat¬ 
tering Dulby Surround sound for a super realistic 
effect. Assault Rigs is a game that kept me play¬ 
ing, wanting to see more and more. This ~ ~ 
gaming genie that I’d like to see more of! 


Absolutely awesome. This isl 
what everyone has been waiting 
for, and Sony has delivered. TM ’* 
is without a doubt the most 
impressive 3-D blaster to date. 

The graphics and amazing- 

tracks have to be driven to be believed, e 
you can link up to 8 players at once lor a tr 
new explosive experience. The weird th 
is that you never get bored or tired of ai 
thing in the game. It's that good! 

laaBLiL 


Please don't call Destruction Derby [ II 

just another racing game like those II 

other mags. It you do I promise ■' 




tracks. The single hest feature ot course is 
ability to link lor multiple players... an eighi 
pile-up is always more tun than a head-on, ri 


In every way, Solar Eclipse is the 
epitome ot modern 3-D shooters. 
The ability to fly all over vast terrain 


enemies, super last action, respon¬ 
sive controls, and very creative -TV. 
level design make lor one of the 1 — - r/ T 1 
best-playing games of this genre to date. The 
music could have been a bit better, but this is eas¬ 
ily compensated lor by the stunning texture map¬ 
ping and the awesome, undulating terrain. Both 
fans ot the original Total Eclipse and those new to 
the world of 3-D should check out Solar. 




CAPCOM’s HINT LINE 

Touch Tone phone required 

1-900-680-2583 

$.79 per minute for recorded info 


The peace of Metro City ends with the arrival of the Skull Cross Gang. 
Taking a page right out of the criminal guidebook, they launch 

attacks that include arson, armed robbery, assault and 
terrorism. Mayor Mike Hagger and a few of his closest 
allies counterattack the crime wave by wading into 
the gang controlled areas with their bare fists. 
All in all. it’s gonna be a hot time in Metro 
City tonight! 


Bjffly flatten Skull Cross! 

fo^Gity comes alive in 9 
jnti!|action-packed levels! 

ayef simultaneous game I 
^vyjth four unique heroes J 


CAPCOM 


ffi 
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OWI EXTREME 
SATURN 

CRYSTAL DYN. • CD 
MOBILE COMBAT 



CAPTAIN QUAZAR 
3DO 

STUDIO 3DO • CD 
ISOMETRIC ACTION 


f 

u 


KILLING TIME 
3DO 

STUDIO 3DO • CD 
3-D ADVENTURE 



BC RACERS 
3DO 

US GOLD/CORE • CD 
DRIVING 


never really got into the 3D0 (too 


so OWI is new to me. I don't Know 
what all the comparison is aboot 
since I'm sure the 300 could never 
touch this level of 3-0 gameplay. 

OWI is just pure fun. It's an all out— 
space lour-hy-lour shooting masterpiece with huge 
levels covered in bril texture maps, enough hills 

-alleys to make you puhe, great music, and 

_j story mode with purposely cheesy (and very 

clean) FMV. I recommend it to anyone who enjoys 
the thrill of off-road racing and the joys ol shooting. 

TOM! 


missions you begin to seer r 
the designers'vision. This is a 

huge isometric adventure meanti_ 

to make you explore and explore and 
explore. The graphics are among the best 
I’ve seen on the system, and quite frankly, it's 
nice to see something hand drawn and 

--oriented on the 3D0. maybe this is 

should have been doing all ' 


Killing Time is one ol those games 
that draws you in with its story¬ 
line. Problem is, I just don’t like 
the theme. I'm more into futuris¬ 
tic stulf. So, what I’m left with is 

Iramey 3-D and just OK control_ 

On another system, where all KT's grapmc 
. power could be silky smooth, I’d be lovin' it, 
but all the complex textures and characters 
[ bog down the system creating some annoying 
steering problems. KT’s a great effort on a 
weak 3-D system. An m2 version is needed. 



TOY STORY 
GENESIS 
DISNEY • 32 MEG CART. 
PLATFORM 


BC Racers was and is a g 

Sega CD and 32X game,_ 

the 3D0 version is really a 
stinker. Bumba-dida-bumba- 
dida, it just lumbers along 
soooo framey and slow it— 

has big trackside sprites 

_e how much they hog the 

system. Our disc did say “complete” but 
I’m starting to wonder. If it is, this gat— 
got big problems. Too bad, it’s a cool 

ffi, IB, E, Hk II 


What’s next, (lyin' dogs? Toy Story V •.*/ 
goes from platform/puzzle to RC car* _ 
driving, to 3-D corridor, to 3-D dri-t * 


out ol place, there are no continues (and it's hard) 
and most levels contain puzzle or timing elements. 
That aside, TS is thoroughly enjoyable, controls 
veiy well and, if you've got the time, super deep. 
The music is pretty good but a tad hokey. I just 
can't believe the graphics, they make it a must buy. 

KwMyw 
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JACK BROS. 
VIRTUAL BOY 
ATLUS • 8 MEG CART. 
TOP VIEW ACTION 


for a game that brings back that 
Incredible feeling of depth. We ll 
Jack Dros. comes close. In 3-D, it 
of course excels, with multiple 1 
platforms to play on and then jump down to. The 
gameplay is a little slow, but very addicting and 
full of play mechanics. Magic spells pop out 
above your character creating a 3-D visual feast, 
and the multiple characters give the game good 


ones, owi Extreme otters solid 
dune buggy style driving/shooting 
and some of the best texture- 


_ some of the best texture-_ 

mapped space worlds yet on the Saturn, easily 
rivaling Solar Eclipse. The gameplay’s there 
with tight control schematics and a nice feel for 
handling your craft. I also have never played 
the 3D0 version, but I am conlident this game's 
subtitle was well-deserved. 


The tirst time t saw this game at I 

E3, I almost fell on the floor. 

Isometric action, insanely cool and | 

creative original characters, hand- 
drawn art, bitchin' explosions and 
weapons, all on... 3D0? YES! The. 


don’t mind the control, because the perspective 
is worth it. I am elated the design is so right-on, 
and HI’ things like humorous facial expression 
for the Cap’n made it in. All this and two-player 
simul. What more could you want? 


Killing Time is one of the best games 
I've ever played on the 3D0. The sto¬ 
ryline is veiy involving, the music is 
' and the graphics are decent, 

—. ..re gameplay, more than any- 
thing, really sucks you in. I found £‘\ 

mysell playing KT tor hours on end.- 

There're some puzzles scattered throughout each 
level that range from easy to brain-busting, plus 
hidden rooms aplenty. There’s a ton of cool, annoy¬ 
ing enemies, and as much challenge as you could 
possibly want. The control is a little vagi 


things for the Sega CD and the 32X, 

I was a little disappointed with BC 
Racers for the 3D0. There are lots 
of diflerent tracks to race and the 
prehistoric characters are the £'\ 

coolest, but visually this game- 

could have been better. Not only are the graph¬ 
ics pixelly, but the scaling was pretty chunky. 
The control is OK, but sometimes it’s so hard to 
see what’s going on, you can’t react fast enough. 
This is not a bad game by any means, but it’s r" 
up to the high standards I expect Irom Core. 

wwys 


Toy SI 
able i 


le graphics I’ve ever seen on 
the Genesis. I was totally blown 
away by the Clockwork Knight- 


V 


away by the Clockwork Knight- 
like line-scrolling levels, 3-D I 

Doom-style sequences and the £\ 

gorgeous SGI graphics. Being- ' 

that this is a non-violent game targeted lor 
'' . .—- - Disney chose to 


make TS so difficult. It’s HARD! The game play 
is a little basic and the music is only OK, but 
overall TS is still one of the best Genesis action 
games this year. 


Take a little bit of Bomber 
Man, a lot of any top view 
action game, throw in amaz¬ 
ing (and I do mean amazing) . 

depth, kooky tunes and wacky _ 

Halloween characters, and__! 

you’ve got yourself one fantastic Virtual 
Boy game. Jumping down from platform 
to platform... the coolest. Vast gameplay, 
a great theme and overall quality design 
make Jack Bros, my number one VB game 
so far. 


Olfworld Interceptor Extreme 

again defines Crystal as v ~ 
of the leaders in 3-D. 
ng the Saturn farther than 
many other games, OWI serves; _ | 

up seamless 3-D textured land--„_ 

scapes and well-animated, gnarly vehicles. 
This game is very involving and has much 
re depth than just a drive n’ shoot title, 
I will keep you occupied lor many days, 
just hours. Take this one lor a test spin, 
.don’t get incinerated. 


I’d love to give CO higher than an >. .. 
85, but lack of play control really 
hurts a game like this. The music 
is wild, especially the opening rap. v 
The graphics are stylish and tunny, MISS 
too (those tombstones over van- DEMEANOR 
quished foes are just too much). The classic 
good vs. evil storyline is played out wonderfully 
in Quasar and the game's long enough to sooth 
even the most savage beast. Too ha' ' 
ammo’s limited and aiming is a pain, olht 
this would he an awesome title. 


How hard can it be to do good 
control in a Doom-style game? ■S ’Ui 
One tap of the D-pad and you've 4i 
turned 270 degrees, gah. You 
will get used to the control, but 
the action's pretty generic as 
well. At least the levels show a lot of variety, 
and there's a pretty deep story" — ■ ■ 
good too. Still, it you want a 
Doom for your 3D0, try Space 
lesser extent, Immercenary. 


When I first heard about BC ^TTl 
Racers, I was really interest- 
ed. Oh my, was I disappointed. 

Static backgrounds that are 
bad imitations of the demeanor 
F lintstones and MAJOR slow- 1 
down destroy what should have been a fun 
3D0 game. The theme and characters 
showed a great deal of promise, but some¬ 
how it just wasn’t executed the way it 
should have been. What a shame. 

toWUH 


ie ways, Toy Story is a work of 
s. Mainly of course the ren-j 
dered graphics and scrolls left my' 
i jaw squarely in my shoelaces. It’s 
just not possible, I'm still in 
The game play is fun, and while 

Tescure Rangers (NES) over this_ 

four perspectives are very cool. On the other hand, 
two ways Toy Story is a work ol lunacy. First, 
the music...it must be put to sleep, now. Second, 
intinues...how will ten-year-olds stand a 
chance? Still a good game, I gotta see this movie! 



Yes, I play games. Especially* 
since the VB came out. I really like I 
this thing! OK, first of all, Jackte 
Bros, has cool little monster dudes m 
in it. Right there I'm lovi 

Secondly, it incorporates shades of E _ 

Bomber Man and I love to blow stuff up. Just 
ask around. Now throw in a heapin' helpin' of 3- 
D as only the Virtual Boy can and you've got 
yourself a game that'll leave you with VB boy 
goggle prints in your face. Very cool. 


WWW 
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CAPCOM’s HINT LINE 

: Touch Tone phone required 

1-900-680-2583 

$.79 per minute for recorded info 














PULSTAR 
NEO GEO 
SNK • 380 MEG CART. 
SHOOTER 


Got time for a 300+ meg, rendered, p 
Neo shooter patterned after R 
Type? If you’re a Neo owne 
Pulstar is literally a must own 
game. It incorporates everything 
that maltes a great shooter; eye 
popping graphics, insane anima¬ 
tion, pounding music and sound eltects, and big 
meaty bosses. I hope you like ’em hard, howev¬ 
er, because Pulstar is super hard. Thankfully, 
it's such a joy to look at, you just never get tired 
ot playing. Games like this are what the Neo- 
Geo's all about! I want more! 

WWW 


Fantastic, amazing, beautiful...and 
HARD. Pulstar fuffills just about! 


380 megs - and it shows.!] 
Incredible graphics and huge, 


everything 1 want in a shooter. The 
lush, colorful visuals have an insane 
amount of detail a subtle blend of SGI 
graphics with hand-drawn art, the 


bosses are what you'd expect of 
the Neo-Geo, but they rarely 
reach this extent. Even better, 1 
this aame was Drourammed bv 1 

ri 

words, the control is very responsive and accurate, 
there are lots of levels, plus the music is great. 
Trouble is, the game is so hard that it quickly 
becomes frustrating. It's not impossible (like 
Viewpoint), but I wish they had eased up on the dif¬ 
ficulty a tad. Pulstar is a great game but it's strictly 
lor hard-core gamers only. 

shooter gods, and the years of experience 
shine through. The game is as difficult as 
they come, but there's always one safe spot, 
if you're quick enough and clever enough to 
find it. A shooter masterpiece that will be 
enjoyed for generations to come. 


IrasMiii 



GOLDEN AXE 
SATURN 
SEGA • CD 
FIGHTING 





I love Golden Axe so you can 
imagine how I feel about The 
Duel. Quick pixel-free scaling 
backgrounds, traditional Sega 
Axe art and sounds, plus major 
supers you obtain by whacking 
those great little Golden Axe elves makes 
this a great game. It's at least four times 
faster than the coin-op and costs only 6800 
yen (around 70 bucks) so who's complain¬ 
ing? So it isn’t as complex as SF2, what is? 

Now here's a game that warrants ~ 
many sequels... great character, 
great game! Isometric gameplay 
has entered the next level! 

SGM's levels are huge and 
soaked with rich colors and ren¬ 
dered enemies. The control 
mechanism is vast and dead on and the game 
is overflowing with personality. The music 
ranges from to cute to excellent but is orches¬ 
trated masterfully. Great character design is 


When I heard the next Golden Axe 
would be a fighting game, I was 
not pleased - you'll find no bigger 
fighting game fan than I, but cer¬ 
tain series are sacred. This is J 


traditional Axe magic system and so-so 
Samurai/SFII play control. Combos and parallax 
are rare, but I guess you can’t have ev erything. 

ft ft fift 

© ® ® © 


It just amazes me. Street Fighter! , . 

II came out in '91, and 9 out of 10 j 
games still can't match its game- ' " 

play depth. I love Golden Axe more 
than most members of my family, 

so it pains me to say this one could_ 

have been better. The graphics are technically 
beautiful, I love the characters, and details such 
as the original dwarves running around with 
potions bring back fond memories. But, why no 
two-in-ones that connect? For the masses, this 
is a fun game, but expert fighters will pass. 


STEAMGEAR MASH 
SATURN 
TAKARA • CD 
SHOOTER 




shooters, happy, happy joy, joy! 

While Twin bee plays really well 
and is obviously programmed by 
masters, I get the feeling they're 
wasting their time. The effects in i • 
the newer game help save the day, if you like the 
characters, but otherwise this is pure garden vari¬ 
ety overhead shooting with absolutely no big evil 
threats to be found. I like big powerful nasty ene¬ 
mies in my shooters, so I'll stick with Layer 
Section until the real king shows up... Darius! 


Steamgear may not have incredi¬ 
ble 32-bit effects or innovation, but 
it's beyond tun. Isometric action 
games, sadly, are lew and far 
between... and there are none on 
the Saturn. Ultra-colortul and 
unique CG enemies abound, and 
the locales are equally beautiful, but little goes 
on in them; no parallax or BG animation is pre¬ 
sent. The great variety of weapons and options 
Mash can use is extremely cool, ottering a touch 
of strategy. Mash's best trait is gameplay, so 
don' t expect craziness, but do expect much fun. 

ft ft ft ft® 

© © © © © 

What can I say? I love 
Konami shooters. While 

some other GF reviewers may i 

not like “cutesy” games, ^ 
Twin Bee has a special place ! jf\ i 
in my heart. The vivid, colorful graphics 
have a cool, unique look to them and the 
SFX in this game blew me away. TB is a 
little too short for my liking, but other 
than that, the game’s great. 


Takara’s Steamgear Mash is a 
welcome alternative to the main¬ 
stream. It was quite a nice o oi.- 
change of pace to control a cool 
little character like Mash in this 
isometric platform blaster! The 

graphics are bright and colorful 1 - 

and the tunes are wacky, yet catchy. 
Steamgear Mash is filled with weird enemies, 
wild bosses and packs a ton of replay value. 
My only gripe is this game's length. Those 
interested in import Saturn games should take 


Twinbee Yahoo! Is a greatfi 
game, while it lasts. The prob- 5 
lem is that it doesn't last, and 5 
the total lack of any sort of cli- f 
max leaves you feeling a bit § 

ripped-off, and the painfullylA__ 

slow second game, Deta nai! Twinbee, is 
NO consolation. If you haven't experi¬ 
enced Twinbee yet, get Pop n Twin for the 
Super Famicom... There are moments ot 
brilliance in this one, but only a few, and 
then it's over. 


wimis wwm 
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HERMIE HOPPERHEAD 
PLAYSTATION 
SONY • CD 
PLATFORM 


Everyone's baggin' on Hermie because! . . 

his head bops... Get a clue and play it all \ ., 
the way through, I say. Hermie is deep- A 
er than you think. The little eggs can be 
used as platforms, til' attackers, ar 
other cool stuff, and the platformii 
action itsell is as vast and tun to play u. 
it gels. Hermie himself has mascot written all over him. 
Each level is deep with parallax, the bosses scale and 
rotate and the graphics are rich in color and detail. On 
the downside, the music is good but not nearly diverse 
enough. A stateside trip is in order here, trust me. Can 
you tell I'm starved lor platformers? Takuhi's busied! 


■ .._ im\ 

corkscrews, and hatch animal friends. Sure, 


w\ 



Uh... please ignore the Viewpoint! 
to your right - Hermie has MUCH 
gameplay and is anything but 
generic. Your eggs can be used to 
attack enemies, protect 
change into platforms 


you hill enemies by jumping on them, but bey... 
it's a PLATFORM GAME! Beautiful multi-layered 
parallax and hyper-spritage prove the PS can do 
great 2-0, and Hermie is extremely fun to play. 
The music, though, just has to go. 


Hermie looks nice, and the game's 
sole song is pretty cool, but it takes 
so much more than that to make a 
good game. The game is long and 
challenging, hut the play mechan¬ 
ics are so generic that it's hard to 

get excited about progressing. 1 -- 

Oob, a game where you kill your enemies by 
jumping on them! How innovative! Hermie 
proves that the PlayStation can do a nice look¬ 
ing action platform (as it anyone really doubted 
it), but it also proves that it takes more than good 
hardware to make a good game. 


wwm. 


Guess what? It rocks. Big surprise.. 
Probably Square's third-best game 
ever (alter Final Fantasy VI and the 
ultra-godly Front Mission), Seiken 3 j V 
is chock-full o’ Squareness: Un- 




by me at least. Yes, everyone ... . 

U.S... I don't know, threaten to slaughter and eat an 
SECRET OF MAN A 3 Chocobo It this isn't brought to the States. 

SUPER FAMICOM 
SQUARESOFT • CD 
ACTION/RPG 




and days of the week. This isn't just for show; magic 
and enemies are stronger on certain days and some 
events will only occur at night or vice-versa. You'll 
probably never see this one here, so search out an 
import... it's SO worth it. 


This is definitely the 2nd best Square 
game after Final Fantasy 3. The 
characters are very cool, the story¬ 
line is awesome, Boosltaboo rules, 
and the quest is much longer (and 
less linear) than the original. The 
SNES rarely sees graphics of this 
quality, and the sound programming truly sounds 
CD quality. The new details, such as day and night, 
days of the week, and selectable characters add a 
lot. The only problem is the lack of interaction in 
the battles, which are very repetitive. If Square 
doesn't bring this here, they're insane. 
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WILL 
YOU 
TAKe Up 

THIS^ 

Sw-KD? 



WILL YOU LEAD 
THE ADVENTURE? 
WILL YOU EXALT IN 
ENDLESS TREASURE? 
WILL YOU SET FREE 
THE DRAGON? 






.You are the last member of the Dragon clan, fighting a growing evil. In Breath of Fire II, you will find more magic, more 
Hallies, more enemies, more of everything than even the best-selling original. 160 combination characters, Town building. 
Hunting and fishing. And hour after hour of adventure. This is 24 sizzling megs of proof that magic can be deadly. 

CAPCOM Capcom's Hint Line [touch tone phone required ]: 1 (900)680-2583. $.79 per min. for recorded info, $.99 i jffl 
per min. for live counselor. Must be 18 years or older, or have parental permission. Game Counselors available M-F, 8:30 a.m.- 5:30 p.m. PST. _^_ 


©CAPCOM C0.‘, LTD„f??5 ©CAPCOM U.S.A., CAPCOM Entertainment and Bieoth of Fire II are trademarks of CAPCOM C0„ ltd,, • 
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DRTEL’5 SRTkJRR 
PPiD RETIDil REPLRV 
UFMYER5FL RRRPTDP 
FlEmDRV BREh LIP 
GRfTIE BLISTEPi 


Datel's ultimate Action Replay cartridge can solve all of your 32- 
bit problems. Whether you want to play imports, need an extra 
memory cart, or just wanna’ zip through the toughest new games 
unscathed, this is the tool for the job. The PARSS comes already 
packed with multiple codes for all of the Saturn’s (US and Japan) 
launch titles including Astal (like anyone needs a cheat to beat 
Astafj, Bug! (OK, cheat), Shining Wisdom, Blue Seed, Daytona, 
Panzer Dragoon, Gran Chaser, and many more. Additionally, the 
Flash Eprom feature allows you to enter new cheats in to the built 
in menu. The 1 Meg capacity increases the Saturn’s memory by 
five times allowing you to save multiple games, and of course you 
can play all of the great Japanese titles that haven’t made their 
way (or aren’t going to) to the US. During our test we found the 
menu easy to use and the built in codes not only vast, but quite 
high powered as well. Although we don’t recommend cheating 
until you’ve beaten a game, or if it’s just totally impossible, we 
found these extremely useful. These are good codes. For 
instance, you can completely equip Marus in Shining Wisdom any 
time during the game, access all battle cards in Blue Seed, or do 
just about anything you can imagine in BUG! The PARSS is avail¬ 
able now for around 49 bucks, so check out your local video game 
retailer for availability. 

Next month we’ll put all the after market PlayStation controllers to 
the test, so until then, may all your days be spent holding a con¬ 
troller! 


ICE Cube 

BN SATURN: 

"MAYBE V0U THINK YOU 

People are always coming up to us at Sega and asking, 

know WHO I AM ^ “why are you so angry?” 

Okay, no one’s ever asked us that. But CHECK IT: 

Sega Saturn is new. ROW i SEETHINGS. 

So if you think you know what it’s like, 

or HOW I FEEL. |t ' snotlikethat - 

It shares the same architecture as $20,000 arcade systems, 

MAYBE IF I WRITE IT, OR 

but Sega Saturn pumps the hottest arcade titles straight to 
your reflexes for a fraction of the cost. 


You’re welcome. With a gameplay experience 

GET ON THE MIKE , that s rabs y° u and 

pulls you in, it’s no wonder the best games are 

YOU'LL UNDERSTAND only on Sega Saturn. 

Like intense sports titles with everything but the jock itch. 

And this Christmas, EXACTLY 

Sega Saturn will have the most electrifying library of EXCLUSIVE 

what I'M LIKE ^ ^ ^ games on the planet. 

Games no one else has. So don’t go thinking you know what 

(DON'T THINK so.~ 

Sega Saturn is like before you’ve even experienced it. 

And never judge a package by its rapper. 

SEGA SATURN" 

GO THERE. 
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CAPTAIN QUAZAR OTII.Y Url 300 GOLDEN GATE: TREASURE BY THE BAY UN1Y Of! 300 P| 
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STAR FIGHTER 


Drugs. 

Violence. 

Weapons. 

San 

Francisco. 


Men In 


Tights 


So what chaste champions 
of family values came up 
with this collection? The 


developers with a morally- 


high-fiber diet, Studio 
3D0, that's who. Gaming 
geniuses that have gener¬ 
ated more solid hits than 
the last Tyson fight. 

See your favorite 
retailer or to order dir ect, 
call 

or look us up on the Web: 


STUD 


3 D O 


, the 3DO logos. BattleSport. Captain ( 

n 


XINTOHd 


A must own for hord-core shootists. 
A smorgasbord of violence. Soar, 
explore and shoot the smores out of 
anything that moves (or is dumb 
enough to sit still). Huge 3D world, 
huge missiles, huge fun. Fly any¬ 
where, shoot anything. You choose. 
It's the American way. 


) AV8 3H1AB 3HDSV3 












Arena football meets General Patton. 
You choose a tank. You load up on 
firepower. You enter the arena. You 
try to score goals while opponents try 
to blast you to hell and back. It's a 
sport where a cup doesn't offer much 


"Look! Up in the sky! It's a rocket!" 
No it's a grown man in very snug 
tights. Meet Captain Quazar - the 
bumbling superhero with powers far 
beyond mortal men (and brains far 
below). Battle evildoers with an 
arsenal of weapons and the wits of 
the witless Captain. 




Someone left more than their heart in 
San Francisco. It's hidden treasure, 
and'no Tony Bennett around to help 
you locate it. Decipher puzzles, scour 
for clues amongst the 3000 beautiful 
watercolor images of the City by the 
Bay. Like MYST? You'll love this. 


MIN QUAZAR 


BATTLESPORT 


PHOENIX3 


■ GOLDEN GATE: 

gl TREASURE BY THE BAY' 


Like great space combat and bitchin' 
weapons? So do we. As hero Derek 



Freeman, you must locate starships 
and brave pilots to fight some surly 
aliens. Of course, that entails shooting 
the green snot out of them. Can't we 


L, 

all live in peace and harmony? In a 
word, no. 

Eonmfl 




WE 

GOT 


_Tl IKY 

DON’T 


3 DO 
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IF YOU THOUGHT 16-BIT WAS DEAD, THINK AGAIN, 

- GAMEPRO MAGAZINE 


PAY HOMAGE TO VECTORMAN 
AT HTTPV/WWW.VECTORMAN.COM OR VISIT 
SEGA’S WEB SITE AT HTTPV/WWW.SEGAOA.COM 
OR ON COMPUSERVE AT GO SEGA. 









secret phone number, then mail 

in your Vectorman cartridge, 
cash register receipt, and a 3x5 
card with your name, address, 
age and phonejtnumber so it is 
received within ten working days., 
of calling. Prices will bu awarded 
based on the' order in which valid 
calls are received. 


Aiello, and welcome to the wall, the place ^ 

WHERE ALL YOU VIDEO GAME PLAYIN' ARTIST 
TYPES GET TO SHOW THE WORLD WHAT YOU'VE 
GOT. IF YOU'VE REALLY GOT THE STUFF, YOU'LL 
WALK AWAY WITH A YEAR'S SUBSCRIPTION TO OUR 
MAG AND A SPORTY GAMEFAN T-SHIRT! SO LET'S 
BLOW THOSE OTHER MAGS AWAY, 'CAUSE THIS WALL 
IS OUR WALL! (AND IT HOLDS INK BETTER THAN 
ITHE OTHER ONES) AND NOW, ON WITH THE SHOW... J 



















0rcive( ( Wiifv 0Ti^ (’outrotfer cjn 
‘Hanrf 0o A^ c 3at\d ‘Where 
CJiealers prosper... 



Send in yaur cedes... goad, bad, or 
ugly. We'll look em' over and choose 
one grand prize winner each month. 
Codes cannot come from a previous¬ 
ly published US magazine. Winners 
will be drawn each month and dis¬ 
played here in Hocus Pocus, the only 
place where cheaters prosper. 
(Current subscribers who win a sub, 
will receive a one year extension.] 


Wi'/f /;://! iUi;\> • 

To this month's winners: 

First Prize: 

Jeff Guerrero, San Francisco, CA. 

Second Prize: 

James Wright, Memphis, TN 

Third Prize: 

Erik Rocha, Havelock, MC. 

Hocus Pocus 

5137 Claret on Dr. Suite 210 
Agoura Hills Ca. 91301 


’•Moral iiomnaT s / re 
- 'S'u.'n Glints ?! Pin 1 / nsSrnnlm, 

To enable the hidden cheat mode 
in the PS version of MK3, simply 
enter TRIANGLE, SQUARE, CIR¬ 
CLE, X, LI, L2 as the copyright 
screen appears. Now you’re set! 

To play as the elusive “Smoke” in 
MK3, enter a 360-degree clock¬ 
wise directional circle twice on 
controller one as Raiden comes on 
screen. This will take you to the 
Ultimate Kombat Kode screen. 
Enter this code: 

Button: - R1 - ▲ O X 

# Times: 0 1 0 6 9 6 

Now you can choose Smoke at the 
character select screen! 



*Rayman / Jaguar 

- Arrrss liiililnn prna ni Biank-Hui, 

To access the secret “Breakout” 
game hidden in the Jaguar version 
of Rayman, simply enter 1, 3, 6, 
then 4 in order on the numeric pad. 
Do this as Rayman is coming 
together at the opening sequence! 

-James Wright, Memphis, TN. 


-Jeff Guerrero, San Francisco, CA. 


*Rayman / PS - 
Spi5Gl.nl PflSSWiTnlS, 

To start off with 99 lives, enter the 
following code: 
V2D9HX3PQZ 

-Robert Black, Bald Knob, AR. 


To begin a game at the final boss, 
“Mr. Dark,” with 99 men enter: 
942KV3W9XD 



- Erik Rocha, Havelock, NC. 

Extra continues and picture-in-pic¬ 
ture mode: 

For 10 continues, enter the follow¬ 
ing code on the directional pad 
while on the continue screen: 

UP, DOWN, RIGHT, LEFT. 

To view Rayman in PIP mode, 
pause the game during play and 
hold down R2. Keep holding R2 
and tap o, o, Left, o, o. 



-James Wright, Memphis, TN. 


*Shinobi Legions / Saturn 
- 999 STuivilcens, DD lives. 

To obtain a maximum load of 
Shurikens, enter the OPTION 
screen and highlight Shurikens. 
Now (on controller one) press and 
hold the Left (L) button and then 
press the Right (R) button and 
hold. Now, with both buttons 
depressed, press C, A, B. Now 
you’re armed with all the 
Shurikens you need! 

To get 99 lives, highlight Game 
Start and press A, Z, B, Y, C, X and 
then start the game. If you did the 
code quickly, it will start you off 
with 99 lives. 

-Phil Borrero Madison, Wl 


Mudge Drsdd / SNES 
- Lsvsl xSolsRt, nnlirfiiiiul ansrgv. 

During the opening title screen, 
enter LEFT, UP, X, UP, RIGHT and 
then Y for a cheat screen. When in 
the cheat mode, enter Y+A simul¬ 
taneously for a level select and 
X+B for unlimited energy. 



*!(0F ‘95 / Neo*Geo 
- Blood Cods. 

At the ranking screen, enter A+D 
on controller one, and B+C on con¬ 
troller two. This is the same blood 
code from KOF ‘94. Blood!! 



•Acs Combat / PS 

- "Dm/iLa” Cntla, 

When you beat the game on any 
difficulty level, the game will cycle 
through the ending and the title 
screen will reappear. This time, 
the word “OMAKE” should be up in 
the top right corner. This simply 
lets a player who has beaten the 
game - even on easy - go through 
the game again with EVERY plane 
available from the start. If you 
die, you still have that plane. Best 
of all, you can save an “Omake” 
game and continue where you left 
off: with every plane. 

*Ace Combat / PS 

- Hidden friGks. 

Anywhere in the game, before the 
“Now Loading” screen pops up, 
hold R1 with the CIRCLE button. 
After that, enter the following 
codes for different effects: 

-Change your plane’s color: 

UP, DOWN, LEFT, RIGHT, UP, 
DOWN, LEFT, RIGHT and R1. 

-Change your wingman’s plane 
color: 

Tap R1 and hit START ten times. 


-Change your color during dogfight 
mode: 



LEFT, RIGHT, LEFT, RIGHT, DOWN, 
UP, DOWN, UP, o x 2 and a x 3. 
-$9999999900 at start: 



DOWN, o, ax 3, CIRCLE, a, o, a 
then 3 + a twice. 


-Hidden Mini Game: 

UP, LEFT, DOWN, RIGHT. 













WEB OF CONFUSION! 


SMASHING TWO HEADS It 
IS BETTER THAN ONE! 


THE VERDICT IS NO MERCY! 


THE JURY BELIEVES IN 
CAPITAL PUNISHMENT! 




NO SYMPATHY 
FOR THE SYMBIOTE! 






























Dear Postmeister, 

First and foremost, the magazine kicks a— 
! I have been a GameFan reader for the 
longest. Anyway, I have questions that real¬ 
ly need answers, so PLEASE give as much 
as you can. 

1. Is Working Designs going to translate 
Lunar mi Lunar EB for the U.S. Saturn? 

2. What ever happened to Technosoft? Are 
they alive? 

3. Is Namco a Saturn third party, and if so 
are they going to create Tekken or any other 
games? 

4. Please, if possible, get some Phantasy 
Earth photos! 

5. Will Nomad get a 32X adaptor? And 
what developers will make games for it? 

6. In your opinion, do you think Sega will 
cease the abusive FMV games? (I think 
Sega should let go of Digital Pictures, the 
company is useless. Sorry DP.) 

7. Will Shang Tsung have pause problems 
on the Saturn in MKII? 

8. Panzer Dragoon II, yes or no? 

9. Blue Seed looks awesome, will if cross 
over? 

10. Now for the grand finale! Did you catch 
the MAJOR @#$%& responsible for the filth 
written in the Sports section in the 
September issue of GameFan? I hope... 
whoever was involved gets their THUMBS 
CUTOFF. 

A GameFan fan forever, 

Michael Barrios 
Bronx, N.Y. 

1. Lunar, probably. Whether Lunar EB is 
coming for the Saturn or not is unknown... 
Wouldn’t you just kill lor it, though? 

2. Technosoft is alive , but only barely. 

After their last project, making that awful 
Hot Blooded Family game for PlayStation, 
they disregarded the fact that everybody 
hated it, and ported it right over to Saturn. 
They’re now working on Reverthion. a first- 
person space shooter for the PlayStation. 

It’s looking pretty good, but WHERE’S THUN- 
DERFORCE V?! 

3. Namco is a Saturn third party, but don’t 
count on Tekken anytime soon, or ever, 
really. Tekken was made on PlayStation 


hardware, after all. Saturn owners will get 
Starblade and a far superior version of 
Cybersled, but that’s hardly a consolation 
for not getting Soul Edge. Ah well, write to 
Namco and tell ‘em what you think! 

4. If only I could... 

5. No 32X adaptor for Nomad, and the stan¬ 
dard one doesn’t work with it. No Sega-CD 
coming for it either, it’s gonna be cartridge 
only. 

6. They promised they would, but I don’t 
see it happening. I think they need help, 
and the first step is admitting they have a 
problem. I think that with a lot of love and 
support, we can all get through this FMV 
thing, together. Not DP, though. They’re 
beyond help. 

7. Almost certainly. There’s no way you 
can have every MK character in the system’s 
memory at the same time. 

8. Yes, yes, 100% definitely yes! Oh, wait, 
are you asking if I think it’s a good idea, or 
if it’s coming? ’Cause if you meant the lat¬ 
ter, well, I’m afraid I have no news of that. 

9. Blue Seed probably isn t coming here 
anytime soon, but if you ask me, that’s just 
as well. Office opinion is seriously divided 
on whether it’s worth caring about, but 
everyone agrees that it takes a back seat to 
Rayearth and Shining Wisdom. 

10. Ulp, well, sorry I couldn’t print the rest 
of your suggestions about what we should 
do to that guy, but, this is a family maga¬ 
zine. Indeed, thanks to everyone who sub¬ 
mitted suggestions about what we should do 
to the guilty party. It’s nice to know that we 
have such depra...er, creative readers. All 
of us here had many of the same ideas you 
did, but in the end we just told him to clean 
out his desk and get out, which is about all 
we could legally do, unfortunately. 

However, every time anyone sends him a 
package marked “do not fold, spindle, or 
mutilate, ” I, as the Postmeister, will per¬ 
sonally fold and mutilate it, and maybe 
spindle it too, whatever that means. 

Dear Postmeister, 

First I’d like to begin by saying that I’ve 
seen your magazine in my local store and 
gotten every issue since Volume 3 issue 6, 
and I’m getting a subscription as soon as I 


buy a PlayStation. 

I also have a few questions to ask: 

1. Will Arc the Lad and Beyond the Beyond 
be available on the U.S. PlayStation, and 
when? 

2. What ever happened to Burning Heroes 
from Enix and Tale Phantasia ? 

3. What is the latest information on the 
Ultra 64 Bulky Drive? Some magazines stat¬ 
ed it changed to CD-ROM and that it was CD- 
ROM all along, while others said it was like 
the Playstation’s memory card. Can anyone 
confirm this? Maybe we’ll just have to wait 
’til the Shoshinkai this November which 
hopefully you’ll cover. And finally, when will 
be the release date of Final Fantasy Ultra 
and Secret of Mana 22 Thanks a lot for your 
help. 

Nuno Teixeira 
Rahway, NJ 

1. No, and probably not. What a crime! 
However, Konami’s Gensoh Suikoden, which 
looks better than the both of them combined, 
will be coming here, probably next year. 

2. What did happen to Burning Heroes? A 
major RPG from Enix, and it faded away 
with nary a whisper. We ’ll try to get our 
hands on one and let you know. The makers 
of it went on to make Mystic Ark (in this 
issue), by the way, so I bet it’s pretty good... 
Tales of Phantasia (now featuring the parti¬ 
cle “of”) is still on the way. 

3. Okay, there’s been some confusion about 
this... The Bulky Drive uses a proprietary 
optical format similar to Sony’s MiniDisc 
format, but not compatible with it. It can 
hold 160 megabytes or so (a little over 1/4 
of what a CD holds), and part of that data 
will be writable, so you can save your game 
on the discs, which will be about the size of 
Mini Discs. Cool, eh? Oh, and of course 
we’ll be covering the Shoshinkai! 

Dear Postmeister and Crew, 

How’s it going, guys? Just writing to say hi 
and to stir up some issues with your staff... 

I own both a Saturn and a PlayStation, and 
would like to offer my insights and opinions 
on both companies and their systems, under 
some general themes: 
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arthworm Jim'©1994 Shiny Entertainment, Inc.'All rights reserve 
Nintendo®and Super Nintendo Entertainment System® are Ri 


Unlike some other games 
that we could mention. Earthworm 
Jim 2 ™- has no fat, fillers, or cheap by¬ 
products. Using our private recipe, 
we’ve carefully blended stunning 
graphics, humor, outrageous tunes, 
amazing game play, and one butt- 
kicking annelid to create the ultimate 
gaming feast. Grab a copy and dig in 
to this meal for your mind. 


Hey, killer games aren't rare 
they're served well done 
dike Earthworm Jim 23! 


ever before. 


Him who is Jim is back 
— and tastier than 








ADVERTISING: You wonder why Sieve 
jumped ship at Sony? It wasn’t Olaf, it was 
their lousy marketing campaign! I honestly 
can’t see how Sony spent $40 million on 
marketing. The print ads are just horrible. 
Polygon man was the absolute worst idea 
ever in the history of advertising... So they 
tried the Sofia Says idea... how annoying! 
Some ugly polygon woman telling me to put 
down a $25 deposit for a $3 CD with a 
shameless plug and some half-decent 
music? Some ugly polygon woman ORDER¬ 
ING ME TO BARK LIKE A DOG?!? Who do 
these silly ad guys take me for - some slob¬ 
bering, submissive idiot desperate for a 
date with a video game character? I’m 
completely offended by these ads. Oh, and 
by the way, what the hell is e(nos) lives 
and why should I care...? 

BOX ART: You guys must have seen the box 
art for the American version of Toshinden 
by now, so you know where I’m headed. 

Are these American executives boneheads 
or what? Can you please tell me once and 
for all why do the box covers of the 
American versions of Japanese games get 
absolutely mutilated like that...? It looks 
like Steve doodled that cover at a slow 
board meeting or something. Hell, he was 
probably snickering as he approved that 
cover for print. 

VIRTUAL BOY: The entire gaming press has 
blasted this Boy to bits, except for good or 
GameFan. I was beginning to believe the 
"anti-hype” until I saw Red Alarm... It’s a 
completely unique experience, and is just 
plain fun, fun. fun. If titles of this caliber 
come out on a regular basis, then V-Boy 
will survive... Anyway, I’m still worried 
about the future of this product. I really 
like it, but it doesn't seem to be exciting 
many consumers. I’m keeping my fingers 
crossed, hoping that a savior third-party 
company (say Square, perhaps?) will pro¬ 
duce a killer product for V-Boy... I really 
want to be playing red five years from now, 
and I feel something definitely has to be 
done by the big “N" to improve its position. 
What do you guys think? 

Andy N. 

Piscataway, NJ 


Once again, sorry to hack 
your letter to pieces there, 
but you made a lot of good 
points and we had to stick it 
in somehow. 

We get a lot of letters call¬ 
ing the PlayStation launch 
the best system launch ever, 
and lots of letters from peo¬ 
ple who found themselves 
#103 in line at Babbages at 
8:30am on September 9th. 
But a lot of people had com¬ 
plaints about Sony’s adver¬ 
tising, and I’m inclined to 
agree. First off, why show 
doctored pictures of 
Toshinden in the ads, pic¬ 
tures that look way worse than just the 
original? And if you’re having “wet 
dreams” about Sofia, as Sony’s ads put it, 
you have big problems. I don’t know who 
they’re trying to appeal to, but they insult¬ 
ed a lot of mature gamers with that choice, 
and insulted just about every female 
gamer, many of whom wrote in here. As 
for (e)NOS lives, well, e(NOS) is Sony 
spelled backwards (phonetically), and NOS 
all in caps could stand for the Ninth Of 
September, a day that will live in gaming 
history. 

As for Toshinden art, great points! If 
we’re trashing it, though, might as well 
include that text on the back! Here’s a 
bonus for loyal Posty readers: the word that 
was covered up by & *%$ marks? “Pimp. ” 
Yes, Toshinden has “Pimp Slaps. ” And for 
that, you should all buy it right away. 

I think the world would definitely be a bet¬ 
ter place if everyone at least tried the 
Virtual Boy. The sad fact about the Virtual 
Boy is that you can't print pics in maga¬ 
zines, you can’t show it on TV, so nobody 
can really understand the effect til they 
actually try it. You can rent the system at 
Blockbuster, and I heartily reccomend 
everyone do so! Unfortunately, things 
aren’t going well for the ol’ VB in Japan. 
Nintendo was sued due to a player fainting 
(I gotta ' get that game!), and lack of sales 
have caused the system price to be slashed 
dramatically. Very few new games are 
being announced, either. No RPG’s on the 
way, but Square is a 3rd party, and IMAX’s 
Innsmouth. a sort of gothic digital comic, is 
coming soon, but may require Japanese 
knowledge. Japanese VB games are com¬ 
patible on American VB’s, by the way. 

Dear Postmeister, 

I'm a U.S. Navy Sailor stationed in Japan. 
Being the Diehard GameFan I am, this land 
is the place to be for video games. I own a 
PlayStation and plan to buy a Saturn next 
month. I keep hearing about a way you can 
make a Saturn run both import an U.S. 
games, how is this and where do I sign up? 
Also there’s a way to convert the on-screen 
text from Japanese to English, but how? 

I've heard all these things about the 
Saturn, but does the PlayStation have the 


ability to do the same? Is it possible to run 
US PlayStation games on the Japan ver¬ 
sion, or vice versa? People are always 
asking questions of this nature, so maybe 
your mag should devote a page of system 
tech, Q&A. Your mag is still the best, keep 
it up. 

Jason Lowry 
Yokosuka, Japan 

Ah, to live in Japan... The gamers par¬ 
adise. I’m glad you’re making the most of 
your proximity to the land of true video 
gaming happiness, and I’m pleased to 
report good news all around on the com¬ 
patibility fronts. 

For the Saturn, you’ll need to buy a 
peripheral, but there are some great ones. 
Don’t just get a convertor, ’cause for 
around the same price, you can get a 
Universal Pro Action Replay from Date! 
(most mail-order places will carry this 
item). In addition to being the best conver¬ 
tor around (it converts both ways, U.S. to 
Japanese, Japanese to U.S.), it has over a 
meg of memory you can transfer your 
saved games to, plus hundreds of Pro 
Action Replay codes built in you can use to 
blast through the first generation of Saturn 
games. Very cool. Even cooler, there’s a 
parallel port on the cartridge itself that lets 
you download in more Pro Action Replay 
codes when they become available, and 
save them to the memory! To make your 
system text in English, try this: Go to 
Manage Memory, the top middle choice at 
the CD playing screen. Choose the option 
in the lower right hand comer (system set¬ 
tings) and then choose the second choice, 
language. Now, pick whatever you’d like. 

U.S. PlayStations are not compatible with 
the Japanese versions, and Sony spent a 
lot of time to make sure convertor manu¬ 
facturers would have a hard time beating 
their system. A memory card-slot convertor 
is In the works by at least one manufactur¬ 
er. but whether it will work with 100% of 
games is still unclear. Sony’s system does 
have a few low-tech holes, though... 

Thanks for all your letters, Posty fans, 
and keep sending ’em in! 
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At first glance (hell, at third glance), I did¬ 
n’t have much to say about Si’s Warhawk. 
After playing the final, however, I must 
bluntly proclaim that Warhawk is the best 
game I’ve ever played in which airborne 
combat is the theme. Ace Combat, Wing 

I Arms, Comanche... dig a hole and crawl in. 
This amazing title is to airborne assaults 
what SF2 was to fighters. It is simply the 
) game to beat. For the first time I’m think- 
f ing- if you don’t own a PlayStation... you’re 
screwed. Because I don’t think anyone in 
the Sega stable can create the amazing 
sense of flight exhibited by SingleTrac in 
this game. 

The XA-165 assault craft you pilot in 
Warhawk summons up butterflies in your 
stomach as you maneuver it through the 
most stunning 3-D locales ever to grace a 
home screen. To get an idea of what I’m 
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71 1 ‘T'OJKIE? obviously started from scratch and rathei 
■ mimicking other flight sims, where the c 

made to suit the game, simply re-invented the entire genre 
first creating realistic flight and then an environment that c 
harness it. From Stage 2 on you will simply not believe wl 
you’re seeing much of the time. I won’t even try to descrit 
One thing I will point out, however, is that after years of sd 
I could only go in there” or “fly around that” we finally can 
is exhibited in the third stage, ‘the Airship Zone,’ like nowl 


talking about (of course, you’ll need the JV'yP 

game), as soon as mission 1 starts, switch 11 / 

immediately to the chase cam (and never go back) gain some 
speed and simply hammer the R1 or LI button. What you’ll feel 
is, well, flight. Don’t play for too long though, you’re under 
attack. Mission 1, by the way, is where you’ll get acclimated with 
the XA-165’s controls, as you learn which weapons to displace for 
max efficiency, which ones to save for the final wave, and get 
used to the XA’s ultra realistic feel. The designers of Warhawk 


BM 


else. This level actually holds much bewilderment, such as pick¬ 
ing away at huge airships until they burst into flames, and then fol¬ 
lowing them as they descend, crashing into the sea with a mighty 
splash. After which, throughout the entire scenario, it will float 
realistically, complete with shadows where it is submerged. The 
true beauty here, however, lies in the main vessel. You’ll notice 
enemy craft being launched from the tail of the huge warship... 
hmmm, let’s fly up and have a look... You can fly right in, blast 
through the doors and fly through its narrow texture mapped corri¬ 
dors. Ultimately, this is the way out of the mission; 


if]\ ii' 

r b 

||:tl 

I “ 


1 




















AmsMFzcm 


however, you can fly into the ship at anytime. The whole game is 
like this, there’s literally nowhere you can’t go. The PS under the 
control of these producers has supreme 3-D force. 

I am happy to report that the music and sound effects in Warhawk 
are as good as the action. In fact, if not for the ultra-bitchy rat¬ 
faced sergeant and the goofy pilots in the cheesy FMV portions of 
Warhawk, I’d score it a perfect 100. Although the FMV is ultra 
clean, it is such a cheese-oid Top Gun-\s\\ ditty that I recommend 


skipping through it as soon as you understand the next mission. 
Cinemas should be hand drawn animation, not fledgling actors who 
are more suited to waiting tables. After all, these are the characters 
you’re supposed to imagine being. I don’t know anyone who’d want to 
step into these guy’s shoes. I’ll go as far as recommending a great 
anime feature for future developers to watch before inserting painful 
FMV; The Wings Of Honneamise (available now in English by Manga 
Video at any Tower). These are the dudes that should surround a great 
game such as this. 
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Little more needs to be said here. If you have V 
the slightest affection for airborne combat 
games you simply must purchase Warhawk. 

Not only is it genre defining title but it’s an 
American bred one. If this game comes out in 
Japan (now here’s a switch, eh?) they might 
actually get a little jealous. Coming from me, 
that’s saying a lot. -E. Storm 
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game moves fast. Not quite 

s any 


Doom, more 

logically damaging, is finally coming 
Even better, PlayStation Doom comes with a stunning 50+ 
levels encompassing all of Doom and Doom 2 (and possibly 
a few new ones), and multi-player interlink capability. 

The days of give-and-take PC conversions are clearly over 
for the game that spawned an entire genre, as we finally 
have a video game version that perfectly replicates the 
power of a $2000 computer. Every square inch of every level 
of both Dooms is here and waiting to be challenged, either 
alone, or with friends, or against friends. All the sound 
effects are straight from the PC (or better), and though the 
music has been changed, I don’t expect to be hearing many 
complaints about the new soundtrack. Most importantly, the 


Pentium fast, but as fast as any 
sane human being would want their 
Doom to run at. 

To say that this version of Doom 
beats out all previous conversions 
is so laughably obvious that I won’t 
even bother. Instead, we’ll go right 
‘c the head-to-head with the origi¬ 
nal PC masterpiece. The creators’ 
intention in programming this 
game was not to improve Doom, 
but to replicate it exactly. As a 
bit disappointed to see that some of the 
more advanced PlayStation techniques, like light-source 
shading, weren’t used as effectively as the hardware allows. 
The only cool hardware effect they really exploit is trans¬ 
parency, creating very cool versions of the game’s translu¬ 
cent demons. 

The music has been changed to a very ominous ambient 
soundtrack that compliments the game’s tension-filled lev¬ 
els beautifully. It employs all sorts of weird instruments, 
groans, and screams, and always seems to know what’s 
going on in the game, to offer a perfect cacophony of weird¬ 
ness right before you’re attacked from behind, or lapse into 
an eerie silence as you step into a poorly-lit, unexplored cor¬ 
ridor. The sound effects are perfect, from the contin¬ 
uous shotgun reloading sound effect to the howls of 
lurking enemies. Other than that, everything so far 
seems to be identical to the PC. The only possible 
flaw is that the graphics seemed a bit pixeily com¬ 
pared to the computer version, but this is probably 
just the result of seeing a game previously only 
viewed on 14” 640x480 VGA monitors on a conven¬ 
tional big screen TV. 

Of course, this version also has one big advantage 
over the original, in that you no longer need to play it 
hunched over a keyboard, or using some crappy 2- 
button control pad. The PlayStation’s controller is 
ideal with Doom, employing one pair of L and R but¬ 
tons for strafing, and the other pair for quickly switch¬ 
ing between weapons. And, of course, you get both 
games on one disc, without any worries about instal¬ 
lation problems or glitches. Before Id embarks on 
their next challenge with their 3rd generation 3-D 
game, Quake, it’s great to finally have a perfect ver¬ 
sion of the Doom saga for the PC-lacking masses. 
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If you haven’t played Doom yet (I mean, I guess it’s technically possible 
that someone hasn’t), you have no idea what you’re missing. Even though 
it’s nearing its 2nd birthday, Doom still far surpasses every feeble attempt 
to rip it off. 

Doom is more than just getting lost in mazes and shooting things. It’ll 
take strategy both to defeat your foes and get through the levels, espe¬ 
cially the expansive mazes and elevator-laden complexes of Doom 2. 
But there’s also a lot of testosterone-filled killing, delivered through 
ridiculously over-powered weaponry, lots of blood, and all sorts of 
advanced strafing, running, and dodging techniques. Toss in tons of sus¬ 
penseful surprises, some very creeping lighting effects, and the ability 
to hear your foes before you see them, and you have a game that pulls 
you into its world and does not easily let go. 

The game calculates everything, from the distance you can be to an 
exploding barrel without taking damage, to how far back a shot will 
knock a foe, to how much damage a weapon does at point blank range. 
With a bit of experience, you’ll gain the ability to take out a room of eight 
men with 2 shotgun shells, charge safely through a long, enemy-lined 
corridor while dodging incoming fireballs from both sides, and eliminate 
your foes early by shooting them through windows hundreds of yards 
away. Before long, such techniques become almost instinctual, and 




then, you’re hooked. With over 50 levels total, Doom won’t 
release its grip on you for many, many months. And just 
when you think you’ve gotten all you’re going to get out of 
i if, you discover the joys of networked play... 

So, if you’ve never played Doom before, this is the ideal 
place to start. No computer hassles, and beautiful PlayStation control. 
And it will all be yours this November. - TAKUHI f 
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Mountain racing has a whole new perspective! 
In High Velocity you'll power through three 
gripping courses that are based on actual 
alpine-styled roads. You're going for the title 
in these unsanctioned events, where speed 
and timing are the ultimate test of your 
driving skills! 

Buckle up and scream down the tracks in 
some of the hottest cars this side of Detroit. 
Race the clock in a never-ending battle of 
nerves vs. time as you pit yourself against 
roads built at the top of the world. The better 
you do, the more power you’ll crave! Finely 
tuned, your vehicle can blow the doors off of 
anything on the road — but can you really 
handle THAT much power? 


Fea tures 

Tune-up your car for maximum performance by adding 
a turbo charger, racing suspension, VR rated tires 
and much more! 


Blast across three grueling mountain 
courses in whichever direction you prefer! 

Unique split-screen feature merges when re 
ing action gets up close and personal! 

Customize the color, body type and engine 
components of your car! 


Get the best time and become 
the King Of The Mountain! 






RE GONNA SCREAM! 



+ Your armor adapts into three super-powered 
formations: Combat. Assault, and Cruise! 

+ Collect multiple weapon enhancements to 
super-charge your Griffon! 

+ Obtain vital clues for the key to surviving 
your next assault! 

+ Scan enemy aliens to learn their deadly 
potential before you engage in combat! 

+ Multiple weapons arrays allow you to 
customize the fight to your style! 


In the near future, Moonbase 'HAMLET' is overrun by alien invaders from an 
unknown source. The A-MAX FACTORIES Corporation sends you and five other 
highly-trained and heavily armed 
of dealing with them is to use the latest in 
blast them into atoms! 


Travel deep beneath the lifeless 
surface of the moon in 
funnels that extend to the 
Explore the cavernous moon 
this gripping RPG/Action drama 
and get set for anything! 

You'll face challenges as 
both a warrior and 
detective. Find the 
secret to ridding 
outpost of alien 
invaders, then 
pilot your Tri¬ 
formula Griffon 
into the toughest 
fight this side of 
the Milky Way! 







Prepare to enter a 3-D environment unlike any you 
have ever before in Psygnosis’ ultra bitchin’ Assault 
Rigs. Once you settle down after witnessing the finest 
rendered babe ever to grace a storyline (who’s fully ani¬ 
mated, if you know what I mean) in AR’s intro, you’ll 
become the proud pilot of one of three Assault Rigs. My 
tank of choice is the speedy yet weakly-armored ‘Light 
Rig’ opting for mobility over muscle. From here you’ll 
enter countless arenas (or “areners” as they’re pro¬ 
nounced in the game) which grow more vast, complex, 
and populated as the game unfolds. In each you’ll need 
to find the recommended number of pods before going 
for the exit which in itself can be a challenge. 


You see, these are no ordinary arenas. They’re 
Psygnosis-bred virtual environments, and therefowPWot 
only look absolutely stunning but are deep excursimSsUt- 
tered with elevators, floating platforms, and other obsta¬ 
cles which must be seen to be believed. There’s an 
announcer along, too, who seems to have taken lessons 
from the Ridge Racer guy, who’ll chime in to make you 
feel good as you hit big jumps or pull off a great shot. 
Additionally, you can toggle between 5 camera angles of! 
which the chase cam seems the most fitting. The game 
starts out in a vector graphics sort of mode and evolves 
into a fully texture mapped environment, providing an 
ample dose of elation whichever you prefer. 

The true glory of Assault Rigs lies in three areas: the 
high tech closed-in environments, which create a haunt- 
ingly claustrophobic feeling; the excellent playability, 
which suits the environments perfectly; and the “I wish I 
could hard wire these tunes into my brain” happenin’ 
techno soundtrack. Assemble these three elements, 
drop them into a virtual environment filled with splendid 
texture mapping, and you’ve got yourself a week long 
game that beckons you to its controls. It seems to me 
that we never really knew Psygnosis, until now. What 
they’ve accomplished in first generation PlayStation 
games eclipse almost every other developer’s initial 
offerings. I guess they've always had the talent. Now 
they’ve got the tools. -E. Storm 
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t this product meets the highest quality standards of SEGA™. Buy games and a 



lar-to-car combat. 
Customize buffed 


Get a load of Qff-radd 

Interceptor Estceme™ 

the chaotic death-capade featuring wicked 
4x4s and a blood-thirsty arsenal. 

Red-line across the galaxy’s most intense, 
52-bit texture-mapped terrain, 
switching cm the fly between cockpit 
and chase view. Careful, though. Grabbing 

massive air couid 

crush a kidney. Or two. 


with trick engines 
and air-grabbing 
jump jets. 


With our unique, 
head-to-head 2 
player game, grind 

asphalt. It's cruel. 
But there ain’t no 
2nd place. 


Available on the Sega Saturn” and PlayStation™ game console. 
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Saddle up. 'Cause at dawn you ride 

the death pony. And it's gonna he 
pure neck-snapping, retina-tearing 

speed! You see, SciLar Eclipse” 

R boasts third generation 3D technology 
for the highest frame rate ever. That means 

tent-pitching velocity for our latest space 
combat n' carnage convention. But hey, it's more 
than some cosmic speed trip. Your mission's 
to battle a computer gone HAL—with all the 
high-tech weaponry your top gunW©t (3X68111 
can handle. And where are you dancin' 
this metallic lambada? On the new 
Sega Saturn” of course. Oh yeah, you'll be 
smokin' mister. But don't bother cracking a 
window. It’s 32-bits of SOX8X 

windburn out there. 



Pick from a shiny collection of do-it-yourself death tools. E-Z 
High Explosive Plasma Gons, convenient Thermal Tracking 
Missiles, handy Pulse Laser Cannons. (Tool belt not included.) 



Choose cockpit or chase plane view while screaming thru 3D 
texture-mapped worlds. Jagged asteroid fields, fiery planet 
surfaces, lava filled caverns, and oth 



Working around the clock, scientists in our speed lab achieved 
hyper-realistic Full Motion Graphics. Our secret? Ass-kicking 
proprietary engine parallel processing with Ed’s '72 Pinto. 



Call 1-800-771-3772 for game rating information. 

Saturn are trademarks of SEGA ENTERPRISES, LTD. ©1995 Crystal Dynamics 
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” I'm beginning to see a pattern here. Lately, it 

seems as though a huge number of good games 
(games that I'd spend my hard earned dough on) 
happen to be PlayStation games. If anything, I 
was at first very skeptical about what Sony (and 
their licensees) could cough up for the “one and 
only" 32-bitter. But with exclusive games like 
Q Jumping Flash!, Tekken , Ridge Racer , WipeOul 
and now Twisted Metal, I'm beginning to see the 
coming from the PlayStation. So what's $o special about Twisted Metal? 


lit’ a - - . hue light and those rays 

• Everything, my friend. 

One of the many cool things (and there are many, believe me) about TM are the different battlefields. 
Ihmgs start out simple enough in the first level (a small, rodeo sized battlefield with jumps, crates and 
a Ok . multiple power-ups) where you only have to go head-to-head against a single combatant. Later in the 

flame the battlefields get larger and larger, growing into entire cities complete with, convenience 
stores, schools, gas stations, freeways, ravines, bridges, tunnels, the works. As if that wasn't crazy enough, the climax is on top the rooftops of skyscrapers' 
The ultimate goal of any game is to totally immerse the game player within the action (or strategy or story or whatever). This is where TIVi comes up in 
spades. Try to forget about the cool. Escape From New tort-style 3-D polygon graphics, forget about the rockin' tunes or the huge battlefields... that’s just the 
icing on the cake. You see, the true essence of Twisted Metal is the moment when you’re hiding in a dark alley, waiting to pounce on your victim like a blood¬ 
thirsty predator. You get the sense of “I’m alone in all this chaos, and ir I don't kill whoever is out to get me, I’m finished. It’s not just a visual sense and 
it's not just an aural sense, it’s a sense that you can FEEl in your gut. I HAT is what this game is all about 

The only slight glitch (so to speak) in TIVI is the control. It’ll take you a while to adjust yourself to the hyper-sensitive steering action and the multiple com¬ 
mands can be confusing at first (after all, Twisted Metal is like no game before it) but it's nothing a true gamer couldn’t handle. I recommend TW to anybody 
who’s looking for something fresh and unique. Twisted Metal is one of most enjoyable games I’ve come across in a long time. -K.LEE 






should stick primarily to what they’re good at... For example, Capcom 

and fighters, Square and RPG’s, and yes, Vic Tokai and side scrollers. I’m afraid that in Criticom’s case I may be right. 

— i i Excited to be previewing a fighter, I quickly loaded Criticom into my 

» -mbs, p-T, n PlayStation. What followed is one of the best intros I’ve seen in a fighter. 

I lf" " Criticom’s is indeed overflowing with impressive rendered cinemas and a 

I very interesting story. 

i - . ~. - Visually, Criticom looks quite promising. However, for the time being, I 

9 9^ Ml:-- ZZZ believe the operative word here is “looks.” It seems Kronos is going for a 

ggipaiSg blend of Eternal Champions and Toshinden, (EC style characters and 
'fv,i " " ■ Toshinden -like gameplay). As we all know, a good fighter is determined by 

t its control mechanism, reaction time, combo system, and balance. Although 

. 1 1B| visually impressive in its current state of development, the play mechanics in 

safcteM. *’’ Criticom are in desperate need of much work, as are the polygons, which 

HP! fe r . -..gjgs overlap and flick about quite a bit. Hopefully (Criticom is slated for a 

December release), there is still time to make this game play as good as I’m 
sure it will ultimately look. -Jace Fury 
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JACE FURY 

THE JURY IS STILL 
OUT ON CRITICOM. 














CRASHES!! 


- As warned as it 

may seem, the real reason many 

people watch auto racing is not to 

see fast cars, or close competi- ■ 

lion, but to see gut-wrenching, 

limb snapping, death-cheating, 

glorious, stupendous and spectacular 

car crashes... 

Psygnosis's Destruction Derby is a combination of the 
excitement in auto racing and the fun of demolition derby 
applied in a PlayStation game. The results? DD is amaz¬ 
ing to watch, ludicrously fun to play, and it’s unlike any 
other game out there. 

In our preview version of Destruction Derby, there was 
only one track. Now that we have a review 
copy ot DD, there are now 6 tracks in all 
to choose from. The first track is a short > 
oval called The Speedwayfwhich is 
similar to the Darlington and North 9 *1 

Wilksboro tracks on the NASCAR cir- ,™. jj. 
cuit) Then, there’s a slow figure-8 ^ A 
track. Cross Roads’. Track #3 is a -iT*3L #. 
beachside road circuit. Ocean * jk 

Drive’. Cactus Creek is a twisting . j|| .. Jr. 

track set in the middle of the ^ 

desert. In the City Heat circuit, rac- 
ers duke it out downtown in the 
middle of a skyscraper-lined, dimly lit night track. 
Lastly, we have “The Bowl ", a wide-open, circular track 
with no barriers, no laps, and no rules. 

Destruction Derby has a huge array of game modes and 
options. First of all, you have 3 rankings to choose from: 
Rookie, Amateur and Pro. Once you pick your racer, you 
then get to choose a game mode. In the Wreckin' Racing 
mode, not only do you get race points by placing highly dur¬ 
ing a race, but you also accumulate points by inflicting 
damage on other cars or spinning them. In Stock Car 
Racing, you get race points by surviving the carnage and 
placing high in the race. The Destruction Derby mode is 
about one thing only, kill or be killed. The up side of hav¬ 
ing all these modes, is that DD can be tailored to your indi¬ 
vidual moods or tastes. 

After sifting through all the pre-race selections, I was then 
greeted by one of the most impressive 3-D visuals I’ve ever 
seen on the PlayStation. The texture mapping on the cars 
is amazing! Each racer has individual team colors and 
insignias that correspond to the drivers personality (ex.: 
The Optician is a very precise driver who is always aware 
of his surroundings while The Grim Reaper will destroy 


who¬ 
ever is near / 

him). When hit <9' 

repeatedly, body 4 \ • 

panels crunch and 
bend realistically... and 
stay that way. 

Additionally, each track has its own distinctive roadside 
scenery (in the Ocean View track, you will see people sun¬ 
tanning on the beach; on the Speedway circuit, you’ll see 
18 wheelers and Corvettes on the infield; 
and the Cactus Creek track has huge 
m texture-mapped mountains). This game 

H to is simply gorgeous. 

' - ap-; The techno soundtrack in DD is fan- 
tastic, but a touch repetitive, however, 
i B as far as the sound effects go, not only 

Jr m do the crashes and engine wails 
, ^ sound realistic, but if you spin 
another car out, you’ll hear the driver 
blurt out stuff like “You’ll pay for that" 
or “Beginner’s luck." 

Indeed, one of the things that makes Destruction Derby 
such a great game are the little details. After each race, 
you can go into the Pit Compound and see a 3-D fly-by of 
each team’s car and 18-wheel trailer. You can also view, 
edit and save replays of each race! 

Some of your opponents drive recklessly, others drive 
more defensively, and some have better memories than 
others and will therefore seek revenge on whoever gets in 
their way. And the crashes... Well, not only can all 20 cars 
simultaneously crash on-screen, but every single car spins 
out realistically depending on the angle and speed of the 
collision... DD has the BEST crashes I’ve ever seen in a 
video game, bar none. 

Other than the fact that the cars never flip and there aren't 
any banked turns, I can’t find much to criticize about this 
game. It’s the perfect blend of multi-player action (up to 8 
people can be linked-up), unbelievable 3-D environments, 
and most of all, highly addictive, adrenaline-rushing fun. 
You can’t ask for 

much more than that. ««■!■ , - , 

-K.LEE ' 
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DO is amazing to watch, 
ludicrously fun to play, and 
it s unlike any other game 
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The'game you see before you could help usher in a new jr w f JF r J r A^^j^-^4TA 
era of gaming. If LoadedseWs as good as I think it will. ■ "vM ' — 

similar games adopting mature themes will undoubtedly is ^ 

surface and the change we've been predicting for the -..t . B11 

game industry will begin to unfold. That is, that an older ■ 

user will embrace it, and thus, more dollars will be spent w — v 

to insure our sustained interest. Everybody wins. The ^ 

more diversity in the industry the better, because while 3- WM 1 
D and tighting games may be enough for some, they v?1f 55* 

alone can not sustain the mass market. a t 

The game business undeniably revolves around the Jp 

select few titles that make an impact. Take Doom or ^ 

Street Fighter, for instance... Since their initial success, ^ 

they've launched countless spawn. What I’m hoping \ % 

games like Loaded and Legacy of Kain prove is that fe. # > 

improving upon tried and true concepts can be a prof- j;*,. - -'’gfmk Hp 

itable venture and that one does not HAVE to make a . jM F.-; “ fkfcL 

polygon fighter or corridor adventure to enjoy great sales. x v . ^ 

While everyone clamors to create the next big thing, the h \ 

obvious is staring them right in the face. Bring us w ' h gSjgFff W 

enhanced versions of what we’ve traditionally embraced Jt % ■*£=?> J . sfcC v 

and we will come! Can you tell me you wouldn't instantly ' -*'*>**' 4 w^' *1* qBHK ■'SP" ~ ' ^ 

buy a 32-bit version ot Castlevania, Ghouls & Ghosts, ' 1,. ^ jf jp jar'jtjr jb- /: ' WWJtJf'JtJti 

Metroid. or Zelda ? I thought not. 

The designers at Gremlin have taken a basic game design, the top view shooter, and kicked it in its tired butt. The end result is a 
high powered adrenaline pumping shooting adventure that'll leave burn marks in front of your entertainment center. If it’s good 
enough to start a trend remains to be seen, but I’m hopeful. 

Playing Loaded, you’re basically always searching for card keys to gain access further into each disgusting maze to ultimately 
reach the surface, then escape. What makes this so entertaining is the damage you inflict on your way, the puzzling level design, 
and how utterly awesome it all looks. Detonating specials that light up the sky and warp floors, huge neon beams that produce earth 
shattering explosions, bodies snapping back and coming apart as they’re shot, light source shading that produces hues of light previ- 


E. STORM 

I WANT MY MAMA! 












ousiy unimaginable, stages that line scroll constantly, and the ability to _ 
scale way back, or way up at any time are just part of what makes Loaded such an 
experience. I was hoping to bring you a review on Loaded this month, and finally go 
into depth about gameplay and overall challenge. However, although nearly complet- 
ed graphically, Loaded has a ways to go in the tweaking department. In its current ‘ i 
state it’s just way too hard. The enemies are like magnets and pounce in groups at -V 
lightning speed. Even with Mamma (ain’t he cute) completely powered up I couldn’t 
hold them back. Literally every sguare inch of the playfield is littered with crazed 
killers. I'm quite sure that this 
outpouring of enemies will be 
corrected and some balance will 


-J®* Tai? 

***** 










leled. The lighting effects, static 
screens, character design, and envi- 
ronments are all some of the best 
I’ve seen in my ten years behind a 
f Jrs/ s controller. The dimly lit corridors 
W&ffir light up as you fire, and passing 

• under translucent colored lights pro- 
duces an effect I'll never grow tired 
of. Loaded is easily one of the best 

M graphic achievements of the year. 

Loaded appears to be very long, and 
equally addicting, with a large empha- 
sis on exploration. Like I said before, 

• if they calm down the enemies, the 
It V overal1 playability will be excellent. 

‘ ^ There’s one thing, however, that really 
■”v - £ needs to be changed. Strafing can only 
W. y be achieved by holding the LI button, 

Jk located over the directionals. This 


M r * 0 < 


mechanic is severely awkward, especially since strafing is the single most important aspect of 
Loaded’s gameplay. When enemies are approaching from multiple angles, quickly re-adjusting and 
holding position is crucial, and with the current set-up it’s next to impossible. 

That about wraps up our Loaded update. Next month, we’ll finally get to review this game which 
we’ve all grown so fond of. We feel sort of responsible, since we’ve made a concerted effort to bring 
it into the spotlight. I’m quite sure Gremlin won’t let us down. -E. Storm 
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K. LEE 

AND NOW A WORD 
FROM OUR 
SPONSORS. 


Here’s 

landscape’s first 
foray in to the won¬ 
derful world of PlayStation: 
Cyberspeed. This futuristic 3-D rac¬ 
ing/shooter is well underway, and 
should be headed your way this 
November. 

The overall look and theme of 
Cyherspeed is similar to Psygnosis’ 
incredible racer, WipeOut. In 
Cyberspeed, racers from all over the 
world (Japan, Australia, Jamaica, 

USA, etc.) compete in a “winner takes 

58 


all" tournament spanning the globe. 

Each vehicle is connected to a sus¬ 
pended beam of light that follows the 
undulating track. The vehicles can 
then rotate around the beam to gain 
inertia in tight corners, pick up floating 
power-ups or even pass other racers! 
All the race vehicles (and racers) have 
different strengths and weaknesses. 
One car may have blazing speed but 
have limited weapons and another 
may have buff armor but be as slow as 
the American Justice system. It’s all a 
question of balance. 


Another area of note in Cyberspeed, 
are the wacky FMV commercials 
spread throughout the game. These 
fictional advertisements range from 
corny and fruity, v 

to entertaining and v 

even hilarious. They 
have nothing at all to do 
with the game, but they add 
an element of uniqueness 
and fun to Cyberspeed. 

Look for more on this 
unique racer in 
future issues. -K.Lee 
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LOVE THY NEIGHBOR. 
WRECK HIS CAR. 


WMm ff 


This is stock car racing 1 
ilBctrpnife^aming-Montti 












In 3D0 lore, Gex will go down as the singular high powered 
platformer for the system. Pity that both the PS and Saturn 
versions will eclipse it, right?... No way. Bring us the Gex 
we deserve! 

Gex on the PS is essentially... Gex. One great, very 
diverse, very funny, and very re-playable platform adven¬ 
ture, starring the coolest lizard since Godzilla. Dana Gould’s 
along as the voice of Gex (big news flash, huh?) and pro¬ 
vides Gex with HBO quality wit throughout. So, you see, you 
really must have this game. The PS and Saturn games are 
faster, smoother, and will benefit from two great controllers. 

Gex will soon be available to a much larger user base and 


therefore it is in all ot our best interests that I let you in on a 
little of what made it such a hit on the hit-less 3DO. The 
game stars a lizard, thank you, goodnight. 

The preview version pictured here (in RGB, no less) fea¬ 
tured one entirely playable level and, judging from it, I’d 
have to say that a great platformer is becoming an even 
greater one. Everything that made Gex so enjoyable on the 
3D0 is being magnified. Such was the case with Total 
Eclipse and OWI, which got the full frontal dose of adrena¬ 
line and Gex looks like he will follow suit and become 
equally all pumped up on the PS. Look for big Gex coverage 
in the months ahead. -E. Storm 


E. STORM 

“THIS LOOKS 
FAMILIAR” -GEX 






SONY. 


"The best reason to own a PlayStation" 

- Ultimate Gamer 
"Wild, stomach-twisting driving" 

- Game Pro 

"With WipeOut, the future really is now" 

- Die Hard Game Fan 


■ 6 real-time 3D tracks 
- 8 Anti-Gravity craft 
■Multiple strategic weapons 
• Link-up cable option 
. Cool sounds & FX 
-Totally killer graphics 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment 




A Dangerous Game 


tine. WipeOut™ i 


d. © 1995 Psygnosis. © 1995 Sony Electronic F 
















3)it ancient barfeness an ebil is spatoiteb, 
corrupting a peaceful lanb into ttoisteb 
ruin. 

Witness tfjc lan'a, a fnmbstb years into 
beeline - tfje rotting, festering corpse of 
iiosgotfj. 

Jfrom toitfjtn tfje unfjallotoeb crypts anb 
SepulrfjreS of iioSgotfj, you are Sain, a 
flebgeling bampirc, toijo in aliens to a 
tormenteb existence, 
flosgotl) atnaits, bimly lit by a fabing 
Sun - teeming toitf) tijc metoling fjarbes 
of fjunrnr; cattle, upon toijicf) you toill 
feeb. 

Sain, you must read) tljc surface or bic, 
ultimo ton anb forgotten in besolate 
tombs anb forsaken mausoleums! 
f?ou fjabe a iteeb for bengeame anb tljirSt 
for tfjc crimson bitality of ftesi) bloob. 


Playstation 


years we ve been bearing for a game that truly leaked heart-stopping 
ft If carnage. It was simply not meant to be during the reign of 16-bifa 
/ “\eg Today however, wNiave new, mega-pumping CD's, and consequently a 
neWHra in gaming hdsbtgn b'fyra This is no more apparent thanSn the , \ 
bloodthirsty advegture before yog: Ciygal Dynamic's Blood Omen: Legacy of 
ip ifain t \Reading Wktext containedfiarin%ilt tell you much, but I have anotheS 
S kilrtojell. X V v ™\ ‘ V 

SinasKaig is in the early stages. af'dcvelppmcntj bean only comment on one 
aspect of its amazinggameplay...,%iood-sucking.‘ /fain wieldsM sword, anjj, 
later* angpee. - Holding the attaefi buttflf^auSts 7 nm%fSwlfrg tfese, graiffMy 
fnfli^ngMtiple woundage dependingmn'the lengthVf thahold; OlWKai^< 
staggers arfhmpcerrt yictim, as they waiver, heart bearing loudly, he pitches 
back his head, holds ’out his turn and,drains their blood. In one fell swoop he 
*then hvipesms mouth clecm tad vilt slprpinigsound. Seeing this for the first 
.dm e is a memorable occasion. } 

This loo-plus hour acmncurc is graced by fluid aqiniatm, amazinggothic 
‘fflftftm! cinemas that wfl leave you spellbound. Ktfln wilt withtfut admibt 
becomevnejrfgggb's most memorable adventures. r 0h • * 

Saygood-byefo cheery little elv^gncthappy fmfes, ancNyelhrto U,SDA 
prime vampire ddventme. The meefcneed not evert approachf -Jl Stomr 


E. STORM 

JONATHAN HARKER’S 
WORST NIGHTMARE. 
ONE GREAT GAME! 










B 1*000 OA41iN 


0te bartaiess gibes tony to pallib 
Hgflt, pour bampire eyes set tlje Uiorib 
antto. 

JJoSgotf) (5 before yon, glorious 
in its beatft throes, oktmm iajittj 
colneriug mortals. 

3t tills pour batupire %mi tuitfj 
contempt anb £ :en. 
jiou Ijabe rejecteb humanity, because of 
tohat pou Ijobt bttomt. 
humanity resents you, for you are 
lain. H Vampire. 

Snb tfjE Ploet: is t|)t lift... 
Jforget aftout sabmg rise princess. 
Sloob ©men: legacy of lain is an 
epic abbentuce game tfjat takes you to 
tlje barkSibe. 

you're lain - a reluctant bampire on 
a quest for rcbengc. gou'll be kicking 
aSS anb filling bobp bags, 
itlorptj bettoeen Vampire, Pat, IKlolf 
anb JliSt forms. 

Controllable, on bemanb, bynamit 
camera jooms keep lain is tlje center 
of t <j* action. 

leal time bloob Spraying arcabe Style 
combat 

20 Spells anb 5 ®H capon / Armour 
potoer-ups 

encounter 114 bifferi types of 
enemies 

explore a rick toorlb ober 160,000 
SrreenS in Stje 

gmiootb animation: lain fjas 15,000 
frames of animation 
<S5ber One ptmbreb fjourS of game 
play 

Jflaturc storyline, fjigljLigfjteto bntlj 25 
minutes of full motion animation 
Ploob <!^men: legacy of lain 
assaults your sensibilities tfjis blister. 
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The game that lies before you had everyone at GF literally dumbfounded. 
Scavenger is known for squeezing the most out of every platform they work on. 
They did it in Sub-Terrania and Fled Zone for the Genesis, the upcoming X-Men 
for the 32X, and now with the power of the Saturn at their disposal, they are liter¬ 
ally breaking new ground. Scavenger games are going to be noticeably better 
than most. In fact, the only 3-D engine this impressive lies in the hands of Core. 

I pray Sega is taking good care of both developers. They alone are reason 
enough to own a Saturn. At this time we know little about Amok (other than it 
looks and plays brilliantly). We do know you’ll be piloting an underwater craft on 
various missions and doing battle with some of the most realistic looking texture- 
mapped polygon enemies ever seen, all to some happenin' techno. One notice¬ 
ably welcome aspect of Amok is that you feel like you’re underwater. Your craft 
steers accordingly and visually, well, you just have to see this one move to fully 
appreciate it. We'll be back with additional coverage on all of Scavenger’s 
games throughout their development. -E. Storm 
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Forget about that intergalactic 
brotherhood Cl'Sp . ’Cause with 

Total Eclipse Turbo”, the 

space-combat simulation for the Sony® 
PlayStation™, there ain’t a heapin' 
helpin' of hospitality for light years. And 
with all those SQ_UX(3.”'"f^30Cl aliens 
stopping in to party, you're gonna have to 
fire up your wicked welcome 
wagon and get this 32-bit 
block party blazing. 


One of the best 3D shooters ever 
'Just gotta have it! " -DieHard QameFan 
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Directim 
on radar, 








| approached rapidly to 

maintain speed, holes which send 
you into the void must be leapt, and other crafts 
must be out-maneuvered. It’s all set among brilliantly 
crafted backdrops moving at 60 fps, to inspired techno 
melodies. How can one pass up such an opportunity? 

The big question on my mind is why do Scavenger’s 
games look so much better than most of what’s out there? 
And given that fact, why aren’t they perched upon Sega’s 
highest pedestal, backed by a major marketing effort? 

Hey, maybe soon they will be. After all, the fight is really 
for developers at this point, isn’t it? We’ll have more, 
more, more on Scorcher in the months to come. 

- E. Storm 


, . . 

capable of better ^ f 

3-D game environments than the 
Saturn. Er, uh, at least that’s what I thought until I saw 
Scavenger’s Scorcher for the first time. At first glance, 
you’d swear Scorcher is a PlayStation game. It has 
insane light source shading, smooth, detailed texture 
maps, and not a hint of pop-up. How this is being 
achieved on the Saturn is beyond me. But who cares? If 
you have a Saturn you’re on the receiving end of one 
spectacular game. Aside from its beautiful looks, 
Scorcher represents a new twist on an old theme and that 
is what will ultimately bring it to fame. In this futuristic 
combat racer you pilot a sphere. This presents some wel- 











PREPARE FOR THE ONLY KOMBAT ON SATURN™! 



The high-voltage action of Mortal Kombat®ll strikes Saturn™ "Finish him" with the supercharged graphics, 
character animations, CD-quality music and electrifying sound f/x of this arcade blockbuster. Ultra-powerful 
special moves, Friendships, Babalities, hidden surprises, crushing combos, and out-of-this-world 
finishing moves are yours to kommand. Let the Kombat kontinue on Saturn™! 

| SEGA SATURN ' MIDWAY . MldiO l 

MORTAL KOMBAT ® II © 1993 Licensed from Midway® Manufacturing Company. All rights reserved. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. Acclaim is a division of Acclaim 
Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All rights reserved. 
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SEGA SATURN 


The ■ 3 - 
Saturn 
consistently 
amazes me. It's 

.almost as if developers (the good 
ones, at least) have shot up three development generations 
practically overnight, and this is shockingly evident when 
Sega Rally Championship is compared to Daytona. It’s like 
looking at two different systems. I have total faith iY 
in the Saturn’s 3-D now; VF2 and Rally have con¬ 
firmed this beyond any doubts. Model 2 it 

ain’t, but for home 3-D, only the _ 

PlayStation’s better games can beat this. [A P 
In Japan, Rally’s biggest selling point 
was its engine noises sampled directly jL 
oft the two cars you can choose, the 
Toyota Celica GT-Four and the Lancia 
Delta Integrate, both winners of 1994’s cham- % 
pionship rally. Uh... I guess that’s kind of 
exciting, but for me the real joy of Rally was in its 
visuals. Thank the heavens you can change the handling to 
make it more Daytona or Ridge Racer- ish... the arcade con¬ 
trol was just way too realistic for me. You can also alter 
many aspects of the cars in the Saturn version, like the tire 
grip, transmission, and suspension. While on the subject 


of original 
Saturn features, 

there’s a Daytona -like Time Attack 
mode and, of course, an option mode in which you can 
alter the number of laps and listen to the fruity-as-always 
B-Univ tunes. 

Rally’s 3-0 is incredible. The movement never 
. drops below 30fps and pop-up is about 90% less 
= ® evident than it was in Daytona. The wind- 

_ ing Rally tracks certainly help to deter 

W pop-up, but you can tell this engine is 
Y amazingly powerful. The only major 
I graphics difference I found from the arcade 
] version was a lack of sky reflections in the 
Desert’s puddles... AM3 even replicated 
the translucency of the car’s windshields. 

Even this could change, however, as our version 
s only 75% complete. 

Every Saturn owner HAS to buy SRC. It’s the most impres¬ 
sive 3-D on the system so far, and you simply haven’t lived 
until you hear the hilarious “Game Over Yeah!” as if it was 
a mighty treat to have lost. We’ll be back with a review on 
this game of ultimate force next month! -Nick Rox 
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E. STORM 

CAN YOU HEAR I 
MAJOR TOM? 


A true adventure... 

With Crystal Dynamics’ latest entry in to the shooting category they’ve really 
come in to their own. Solar Eclipse is one of the best 3-D shooters I’ve ever 
played. It incorporates many fresh new ideas that the category has been sore¬ 
ly lacking. Here’s a breakdown of what those are. 

Adventure: SE is more than just a garden variety shooter. For the first time, 
FMV comes in to play and actually works. That’s right folks, it actually 
enhances the gameplay. There are two reasons for this. Number one: Being 
the quality oriented company they are, Crystal has hired professional actors, 
many of which you’ll instantly recognize. Number two: The video has an effect 
on the gameplay. You really feel connected to the story. You’ll be given the 
opportunity to either follow or disregard communiques throughout the game. 

Design: The level design in SE is as vast and complex as any you’ve ever 
come up against. From hilly valleys littered with enemies you’ll duck into 
cavernous regions filled with a wealth of tunnels. Some are so tight you can 
barely see what’s ahead and some are vast tombs that look and feel truly cav¬ 
ernous. The textures in each and every level are simply gorgeous. Multi-col¬ 
ored, animated, diverse locales are this game’s trademark. All the while, the 
frame rate is almost unbelievable and the background twists and warps along 
with your ship. SE’s enemies are equally impressive, and there are many. 

Playability: Besides being insanely hard in the later levels, as you must nail 
targets to light your way, SE plays brilliantly. The 
chase cam is of course perfectly tweaked but addition- 
I ally, for the first time, the cockpit view is equally 
impressive. The console is futuristic, shaded and 
detailed, and gives you the sense you’re sitting in a 
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/A/ SPACE ... NO ONE CAN HEAR YOU SCREAM 


space fighter. This is the first time I’ve actually 
used this option. 

Overall Presentation: SE is finely produced. It 
opens like a movie and has the best opening 
sequence of events I’ve ever seen complete with 
actual adult drama, i.e.: it’s more like watching 
HBO than Night Trap. 

Additionally, the cast uses cuss words (though 
mild), which further add to the realism of the 
game without insulting your intelligence. The 
dialog and soundtrack perfectly match the game, 
providing a unique blend of cinematic experience 
and shooting action. 

There’s almost nothing in SE to complain about, 
other than a couple of the bosses that to me were 
a bit too abstract. Solar Eclipse is, simply put, 
one of the best 3-D shooters of the year and one 
that you should without a doubt make it a point to 
experience. -E. Storm 


CRYSTAL DYNAMICS PUTS THE SATURN TO THE TEST 









SATURN 


NEVERSOFT 

PLAYMATES 



Playmates is having quite a year. Three versions of 
EWJ 2 are due out any day (Genesis, SNES, and Saturn) 
and will undoubtedly enjoy a healthy serving of the holi¬ 
day shopping season; Doom Troopers, with its huge fol¬ 
lowing will undoubtedly find its way into many a car¬ 
tridge slot, EWJ is the number one cartoon on the WB 
network; and Skeleton Warriors is shaping up to be the 
Saturn action adventure of the season. All this from a 
company that’s been producing video games for barely a 
year... The decision makers at Playmates have their 
sh... together. 

Our latest SW disc is quite a bit farther along than the 
one we debuted in last month’s cover story. Although 
still early, SW’s gameplay shows great promise. The 
Skeleton Warriors themselves now populate the levels 
and attack in various pat- 

j f ii — > terns. The bony little 

suckers are tricky and 
attack from both sides! 
j Cheaters. When struck, 

. W they burst apart, leaving 

behind their soul, a glow- 
if _J •, r ing blue or red essence. 

4 i‘ ' Unless you grab the soul 

‘ ' / (which by the way powers 

'* up your sword) the bones 
W' 4 will gather and re-animate 

, ’ . the skeleton. I can’t 

*■ H describe how cool this 

looks. Additional high¬ 
lights include wild mining 
** cart rides riddled with 

obstacles and smooth 

I ' m scaling to and fro. amaz¬ 

ing fog and rain effects, 


E. STORM 

SKELETON WARRIORS IS COM¬ 
ING TOGETHER BEAUTIFULLY! 


the ability to block, and some very, very cool music. 

The biggest shocker however is the 3-D air cycle level 
with the surface being rendered on the fly. You’re free 
to fly in any direction to either escape or inflict pain. 

Of course I must again mention the beautiful rendered 
graphics. The sprites in this game move so gracefully 
it’s almost scary, the bosses might as well be real, and 

the locales are astonishing, as - 

you can see. 

If all goes well, we’ll have a 
Skeleton Warriors review next 
month, but at the very least 
expect a nearly completed ver¬ 
sion for a much deeper look into 
the game. -E. Storm __ 
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*A VF2 had flawless control - you are simply play- 
y. ing the coin-op. For me, the most shocking 
* trait of VF2 in the arcade (besides the visu- 
^e£si als, ot course...) was the speed of the char¬ 

acters’ movement when compared to VF1. 
Jumping is still extremely floaty, but on the ground the 
fighters dart back and forth at a scandalous speed 
rivaled only by Zoom’s Zero Divide. Naturally, the game control is vin¬ 
tage VF, with tap-tap motions and a block button... you either love it or 
hate it. Each fighter also has five new techniques to add to their exist¬ 
ing twenty or twenty-live. 

The two new fighters, Lion Rafale (Pronounced “Leon...” either AM2 
named him Lion as a pun or they can’t spell.) and Shun Di. Lion, my 
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My first thought upon seeing Virtua Fighter 2 for the Saturn was 
“this simply isn’t possible.” I’ll go on record as saying that VF2 is the ' ? 

most visually impressive home game ever. We're talking about TRUE i 

dual processing that allows for 60 fps, two-layer scaling parallax back¬ 
grounds and 704x480 resolution • higher than the average NTSC TV. For this 
, very reason it was nearly impossible to capture RGB screen shots of VF2; mod¬ 
ern capture methods just don't allow for above-regular-TV resolution, 
s „ The shots you see here do not accurately represent how high-res M 

the actual game is. even after painstaking hand-processing of 
each shot. 

s : 

■ 


Though tairly early (Sega informed us that our copy was 30% 

- complete, but all characters were selectable and had all of 
their attacks... sounds like 70%-80% to me.) our version of 













SEGA SATURN 


DEVELOPER: AM2 
PUBLISHER: SOA 
FORMAT: CD 


1-2 PLAYERS 
DIFFICULTY: ADJ. 


to use Sega’s much-touted new "operating system" for the 
Saturn (actually a graphics library and engine), was pro¬ 
grammed to take full advantage of both SH-2's - one is A 
rendering the characters, ring and static back- 
ground in 640x480 mode and the other is 
drawing the scaling parallax background in 
320x224 mode. The result is jaw-dropping... ^ 

and of course having fully motion-captured 
characters doesn't hurt. 

Every Saturn owner must buy VF2 when it comes 
out this December, it only to view the true power 
of your 32-bit powerhouse. I'll be back with a jBSS 
review as soon as possible! - Nick Rox 

























If you read GF religiously you know that 
when we like a game we stick with it, con¬ 
stantly bringing you updates and new shots. 
Well, we really like US Gold/Core’s 
Thunderstrike 2. Our latest disc contained 
this great night scene along with some more 
refined play mechanics. From the looks of 
it, Thunderstrike 2 will be the flight sim to 


beat in the months ahead. Core’s really got 
the 3-D on the Saturn dialed in, something 
few have been able to achieve thus far. USj 
Gold/Core is also responsible for the upcom¬ 
ing Shell Shock and luscious Lara Cruz’s 
adventure in Tomb Raiders. We’ll have 
more on all these great Saturn titles in the 
months ahead! 


Tucked away deep inside European territory, US 
Gold is currently working on the cooool looking 
Johnny Bazookatone. Gold indeed, this game 
looks amazing!! Of course what you’re looking at 
here are merely rendered characters and back¬ 
grounds before getting mashed into the data 
base. '‘(Tmfm _ __ || 

Pursuing the realm of 2-D on the Sega Saturn is 
in my humble opinion a very smart move by USG. 
After all, it’s the one place the Saturn outshines 
the PS, and next to no one is taking 
advantage of it. With three versions of 
JB coming out, it will be interesting to , 
see which is the best. I’m pretty sure » ->/ 
we can count out the 3D0 version, * , 


although I’m sure it will help boost the severe 
lack of platformers available for the system. 

Back in September we had a chance to see JB 
moving while visiting Sega and it was bursting 
with promise. The characters have an almost 
rubbery look and feel, and the action moves 
along at a brisk pace, complete with light source 
shading and mucho cool effects. The back¬ 
grounds lose little in the translation from what 
you see here. Being the platform junky that I am, 
I can assure you that as soon as a disc is avail¬ 
able we’ll be all over it, so stay tuned for more 
Johnny Bazookatone in future issues! 
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appetites. 


Available on Sega Saturn™. 


Forget about fields of dreams. 

Viith The Horde , it's more like 

little slaughter-hoise on die prairie. 
See, we've injected arcade-style, 
belly- sllttmg fun into that 
sleepy-ass commune you call home. And 
between digging death pits and 
hiring archers, enjoy some 
serious, gut-popping swordplay. 

'Cause man, these neighbors 
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they will come. 
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Get It Now! 


Starring Fritz in a bizarre comedy-horror-action-adventure. 

• PC CD-ROM • MAC CD-ROM • MPEG • SEGA CD • 3DO • SEGA SATURN • SONY PLAYSTATION • 
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The adventure starts out with a cool rap-ish music 
video that’s a joy to watch (not listen too... watch). 
Gladly, the music in the game does not follow suit. 
From there, you’ll meet the Chief himself who will 
clue you in on the task ahead. Once turned loose 
on the planet’s surface a map can be accessed at 
any time, along with various mission info, like what 
you’re supposed to be doing and how close you are 
to completion. The designers thought of every¬ 
thing when they designed Cpt. Q. The control 
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NASTY CLONKS 
MUST DIE! 


m * f vtr 


m: 

Q# : 


over Quazar is groundbreaking. There’s actually a 
way to adjust the diagonal gravity! Additionally you 
can manipulate the directional controls. This option 
allows each player to match Cpt. Q to his/her liking. 
Cpt. Q can strafe, lock and shoot, spin n’ shoot like a 
madman, and easily access a variety of stored 
weapons. Another big plus are the death animations 
that take place differently on each planet. From 
decomposing bones, to rising spirits, they are all a 
sight for sore eyes. The art in Cpt. Q is a resounding 
success. Check out the mug shots during interroga¬ 
tions for a dose of wackiness. Interrogating, by the 
way, is key in completing each level, and you can 
expect to inhabit some for up to an hour! 

Basically, you’re looking at one of the best isomet¬ 
ric action/adventures ever created. To say that Cpt. 
Q is a must buy is an understatement. If you own a 
3DO, I’m sure you’re already in the car... -E. Storm 







POP GOES 
THE BAD GUY! 
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DEVELOPER - SYNERBY 


PUBLISHER SYNERGY 


# OF PLAYERS -1 
DIFFICULTY - EA 



NICK ROX 

If for some strange rea¬ 
son you enjoyed the 
first one, then you’ll ^ 
probably be lovin’ this. 


\ 


the original Tetsujin to be of the highest quality, 
but it... annoyed me. The pixel-heavy, GameBoy-sized playing field 
and endless monotony were not what I had in mind when I heard that 
Japanese games were coming for the 3D0. Luckily for fans of the 
first Tetsujin “adventure,” you can expect the same level of quality 
found in the original in Tetsujin Returns. 

Though “driving” sequences (a static “dashboard” sprite pasted on FIVIV) 
and 1-wish-l-was-StarBlade shooting sequences were added, the bulk of TR’s 
gameplay is first-person corridor excitement (I didn't even mention Doom, 
aren’t you proud of me? ”), sparsely populated by hurtin’ pixel-dudes. In 
sharp contrast to the first game, there are now vast expanses of open space 
as well as ever-familiar claustrophobic hallways. Yes, you too can have 
hours of fun wandering around narrow passages with all-too-similar textures, 
searching for keycards and weapons that look strikingly alike. You can also 
never really die in Tetsujin... it's just too hard. All you have to do is find an 
empty corner to hide in - you can stand still until your life and shield bars 
replenish themselves. 

As I'm sure you can surmise, the graphics leave much to be desired. The 
entire game takes place in a triply-letterboxed area, about 40% of 
the entire screen... and that’s counting extraneous displays and 
other random fluff. In all truth, the actual 3-D game display is ? 
about a fourth of the screen. Within this fourth you’ll be treat¬ 
ed to many pixels, framey movement and enemies with 
almost no animation, if I had to equate this game’s 3-D with 
another, I’d choose the 16-Brit powerhouse Battle Frenzy... 
m with a smaller playing field. But hey... it looks better 
than the first game! To it’s credit, TR did feature a 

semi-impressive Jumping Flashi-like color- 
, ,f cj cycling psychedelic haze in the first two prac- 
j Z r tice levels. Why this wasn’t expanded upon, 

///</ \ .perhaps as a shield power-up or invincibility 

* ‘V v i ' ^ item? Odd. The FIVIV (of which there is a sur- 

" w prising amount) is also very, very nice, featur¬ 

ing lots of the dark, ominous, clanking CG 
machinery Synergy is famous for, both on 
the 3D0 and PC. 

Tetsujin Returns would be a pretty good 
game if titles like Space Hulk, Killing 
Time, and Doom didn’t exist. It’s odd 
that such a poor title would come from 
> Synergy - they have much power on the PC 
with games like Alice, L-Zone and the truly 
disturbing Gadget. The bottom line: Do not 
buy this CD unless you were totally nuts about 
the first game or enjoy punishing yourself. 

- Nick Rox 
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Visit Exotic Lands 




K. LEE 

3DO STUDIO’S LATEST 
AND GREATEST 
EFFORT YET. 


farther. There’s mucho violence, diverse level layout and... 
something about this game that makes you want to play it more 
and more and more... 

So there you have it. Killing Time combines an involving plot, 
an even more involving game environment, great music, plenty 
of challenge and highly addictive gameplay. It seems as though 
3D0’s in house software group are producing better and better 
games each time. With BladeForce, and now Killing Time, firm¬ 
ly establishing 3D0 Studio’s presence, I look forward to the 
future and the wonderment the M2 will hold. -K.Lee 


REVIEW 


3DO Studio’s newest game. Killing Time, is one of best I’ve 
played on the 300 in a long time. It features a great storyline, 
addictive gameplay. killer music, and decent 3-D graphics. In 
one fell swoop, 3D0 Studio has plugged a software void in their 
32-bit console that needed filling. 

When I tirst started playing KT, I was a bit put off by the slow 
frame rate of the texture mapped graphics. The scenery is 
slightly pixelly, but not enough so to keep you from wanting to 
play The frame rate, on the other hand, is a slightly bigger 
problem KT is so framey at times, the game becomes hard to 
control. A simple task like rotating the player 90 degrees can 
result in a big overshoot past the desired target. This is more a 
slight annoyance than a total hindrance because it’s something 
you will eventually compensate for. 

The music, on theother hand, is totally intoxicating. There are 
passive sections in KT (transitional corridors or rooms filled with 
FMV ghosts explaining the storyline) and active sections 
(weapon refills, energy enhancements and enemies galore). 
You can always tell which section of the game you are currently 
in (and more importantly, currently approaching) by the mood 
and style of the music. Believe it or not, this not only helps cre¬ 
ate a proper mood, but it can give you some advance warning on 
what lies ahead. 

The best part of Killing Time, however, is the overall addictive¬ 
ness of it all. Keep in mind, floom-style corridor games are not 
my cup o’ tea, but once I got adjusted to the control and frame 
rate of KT, I just couldn’t stop playing. The FMV storytelling 
sequences are always informative, sometimes entertaining, and 
never intrusive. Additionally, the computer Al is tough enough to 
present a solid challenge, but just easy enough to push you to go 







though, was The War Song In the opening 
sequence. You don't hear reggae tunes to olten 
in games today. 

The biggest problem in CF is obvious if you 
take a look at the pictures. The characters are 
minuscule. Sometimes it is a challenge just 
figuring out where you are on the screen. I 
also found the controls cumbersome. You don’t 
actually control your troops' movements. 

Instead, you point to where you want them to 
walk then send them on their way, all the while 
hoping they don’t walk into the surrounding flora. 
With 24 missions and up to 6 phases in each 
mission, Cannon Fodder offers plenty of action to 
keep you busy for awhile. So put on your fatigues, 
grab your rifle, and start shooting. 

-Miss Demeanor 


Wanton destruction and senseless 
killing, what else would you expect ^ A t 

from something called Cannon 
Fodder? In Virgin Interactive's lat¬ 
est title for the 3DO you maneuver 
your soldiers through a variety of 
terrains, killing and destroying 
almost everything in sight. Sounds * ’I* ■ - 

simple enough, doesn't it? But, Tv ’ TTS" *’ 

since you have the option to split * vts try 
into three troops and divide your * H 
equipment between them, a fair amount of strategy is 
involved. Your equipment is the basic army issue machine 
guns, grenades, bazookas, tanks, jeeps, and helicopters. 

There are even a few “supa dupa boostas" to aid you in your 
missions. 

With mission titles like “Onward Virgin Soldiers" and “Pier 
Pressure" CF doesn't take itself too seriously despite the brutal 
theme. Another funny feature was the memorial service they 
hold at the end of each mission. Like I didn't feel bad enough 
when my soldiers were lost in action. The sound effects are 
good, bordering on morbid when you only injure your enemy. 
He'll lie there screaming and writhing in agony until you put 
him out of his misery. The best part of the game for me, 


H 1)0 

DEVELOPER - SENSIBLE SOFT. 
PUBLISHER - VIRGIN 


HEROES IN 


# OF PLAYERS - 1 


DIFFICULTY - ADVANCED 
AVAILABLE - 4TH.QTR. 


MISS DEMEANOR 
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Directed by Minoru KUSAKABE 



Iron Ar>gel of 
...mad as hell and armed to the teeth! 

Join in a three-way fight to the finish 
with the multinational police force SCR 
and with the Android, who wants only 
one thing... 

...Revenge!!! 


. 2 


SYNERGY 

INTERACTIVS 



• Multiple Gameplay Modes 

• Battle Maze, 

• Outer Space 

• Air Cycle Racing 

• Outrageous Storyline linked 
by amazing movie segments 

• A formidable army of devious 
Motoid enemies 


3DO. the 3 DO logos and 
Interactive Multiplayer 
are trademarks and/or 
registered trademarks 
of The 3DO Company 



© 1995 SYNERGY. Inc. All rights reserved. For Information call 1-800-734-9466 





All Those In Favor Of Gun ( 


BLADEFORCE. The year-2110 AD. The city—Meggagrid. A gritty metropolis reeking 
with the stench of organized crime. You enter this cesspool wearing only a helicopter 
flight suit and a big grin that says "Hello Mr. Criminal. My gun is bigger than yours! 
You fly in real time. You fire in real time. They die in real time. Have a real good 
time. Features: 360° 3D flying. 3D worlds. 3D everything. You spin. You soar. You 
shoot. You spew. Pack the Dramamine. 16,000 true 3D objects. 28 missions and 7 
crime infested levels. Buy the game, get the motion sickness free. 


Who's responsible for these 
two NRA favorites? The 
warped minds at Studio 3D0, 
of course. These innovative 
renegades have turned the 
most advanced aaming tech¬ 
nology on the planet into 
their own sensory amusement 
park-and every ride's an 
"E" ticket. See your favorite 
retailer or to order direct, call 
IBfillMffiMillfil or look us 
up on the Web: www.3do.com 












KILLING TIME. What a politically correct title, eh? You're trapped in a horrifying 3D 
world of the undead. But lucky you. You've brought along some serious firepower. 
You've got to shoot first and catch your breath later. To solve the mystery, listen to 
the ghosts for clues. You'll have to call on your wits, call on your weapons or call for 
an organ donor if things go south. Features: 16 horrific enemies (only 3D0 could get 
7 genuine ghosts on videotape). 45 supernatural areas to discover and over 200 
rooms to explore. Requires use of the head, if it hasn't been blown off already. 
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3 DO 

DEVELOPER - CORE 
PUBLISHER LG SOFTWARE 
FORMAT - CD 
# OF PLAYERS - 1-2 
DIFFICULTY - INTERMEDIATE 
AVAILABLE - NOVEMBER 



K. LEE 

WATCH OUT FOR 
THAT... TREE! 
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In my eyes, Core is one of the premiere European software 
developers, so when I heard they were making BC 
Racers for the 3D0, my expectations ran high. :™ 

After all, BC Racers on the 32X was nothing P 

short of spectacular (remember, this is a 

cartridge game we’re talking about) 

so the high dollar, CD-driven 3DO A -a' 

game ought to be even better... 

right? 

Well, the game turned out to ' V 

be a pretty good racing game. 


ue a yieuy yuuu lawny yamc. — * 

It's fun to play and has a huge amount of tracks (3? in all 
but (oddly enough) it’s not nearly as good as the 32X ver- 
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‘‘L-ai/raS not So |uef3|—she-'s ^ 2 f -fo live- dhe- nghtware-. 

And I'm living If wrfh her We- have- to jind out wht| her 
farther went teKSerfc. and blew awatj a hoSprfal fill of 
p&ticnfc. Or hew fa escape -the mo/iw^. wall of Spta&S 
-fhafs polyol an eyelash awa^ fravi her face-. The- Ilfe-leSS 
bodied filtering -fhls place- aren't ^vin^ any answers. Otraph'to; and 
Sound So famfjv^. I ^f fcadc fo -the- wall and -fhe- doors proppe 
Shut No sleep tongpht. See- yov on 'the- other Sdo? B 
HOOK UP VITK fOUR NEAREST 300 OEALER OR CALL: 1-800 332-«R« 
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COBRA 

Enemy intruders have entered our airspace: Scramble the 
Cobras! Scramble Cobra by Pack In Video is another fine 
entry in this sudden influx of chopper combat games. The 
game revolves not around some wickedly futuristic beast ol 
a helicopter, but instead a squadron of venerable Huey 
Cobra gunships. Your squadron is called upon as a forward 
close-in defense unit, protecting your own bases and tak¬ 
ing out enemy aggressors. 

It’s one thing to make a realistic chopper game, but it's 
quite another to make a chopper game that appeals to a 
broad audience of gamers. Such was the aim of the cre¬ 
ators of Scramble Cobra. What this game lacks in realism 
it makes up for with fast, random action without a break to 
catch your breath. No futzing with silly gyroscopes, no 
crashing into the ground while learning how to steer, just 
simple controls and abundant firepower. The simplistic left 
and right rudder controls are very easy to get used to and 
take nothing away from the overall feel. You never have to 
worry about flying around in huge circles because you 
can’t control your ship! Still, even for "an easy to play" 
game like Scramble Cobra, the developers went a bit too 
far in not allowing you to ascend or descend. Flying around 
on one fixed plane gets tiresome after a while. 

Your armament consists of a Vulcan cannon, which is good 
for close-in aerial attacks; the ubiquitous gunship rocket 


TACTICAL MAPS/TARGETS 




j 



pods, capable of smashing enemies from afar; and (every¬ 
one's favorite) canisters of napalm, devices which spread 
burning fuel all over the terrain below you. 

The first mission after the short training level is a 
hit and run sortie against the enemy's hi-tech 
battle tank. After destroying the super 
tank, you have to escort a road convoy to 
safety in the second level. You have to sit 
your chopper above a friendly base and 
defend it from tanks, and then an 
onslaught of Corsair jets and ground 
forces in the third and fifth levels, 
respectively. The fourth level is a 
brief rest from the ground war as ^ 
you ambush and intercept a cou¬ 
ple of supersonic jets before they 
reach their target. Cobra gun- 
ships used as attack jet interceptors? 

Right. 


FORMAT - CD 
# OF PLAYERS - 1 
DIFFICULTY - INTERMEDIATE 
OCTOBER 


The graphics in Scramble Cobra aren't too impressive, but 
there's some decent texture mapping and the action hardly 
ever slows down: despite periods where you’re flooded 
with enemy sprites. The CG intros and intermissions are all 
very impressive, featuring real footage of Cobra gunships in 
various theaters. Overall, the graphic caliber is acceptable, 
but I don't approve of the pop-up and flicker. 

Scramble Cobra is a little too simplistic for 
I usually love those chopper sims everyone b 
too complicated, i recommend Scramble Cobra for those 
who like combat games, but don't appreciate the more 
complicated ones. I'll pass for now... there's more where 
this came from. -The Stalker 
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02>00 and I'm fife' the not-&~friendly ?fdc?. ttcy, I'm 
huntin' for Some desert rat; fa wa;fo, ^ema 9aoro a few 
enemy fighter; pronto. Thi? ain'T no Sunday afternoon 
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Star Fighter, by 3D0 Studios, represents an 
innovation in 3-D shooters. In this new spin 
on a blossoming genre, you find yourself at 
the controls of a (natch) highly advanced 
super aircraft. The action takes place in a* 
futuristic war fought 1,340 years from pre¬ 
sent day. Your tour of duty as a premier 
fighter pilot will take you through no less 
than fifteen hellishly challenging levels, 
with each mission taking much time and 
effort to complete. 

Before playing Star Fighter for the first 
time, prepare yourself for an incredibly real 
fight-or-flight combat simulator. You’ll start 
off by spending a while mastering your own 
flying style, and just getting to know your 
[ craft. The controls on your ship are so 
| exacting and so precise that you can pull a 
' 180-degree turn onto an entirely different 
bearing while controlling yourself in an 
unrestricted fully 3-D (X/Y/Z planar) envi¬ 
ronment. 

Your job is to destroy the enemy as “expe¬ 
ditiously and efficiently as possible,” then 
to dock your craft back in the Mother Ship. 

1 i To assist you in your thrashing of bad guys, 
your suppliers saw fit to equip you with a 
brutal assortment of insane weapons. 
These include your standard Laser, the 
only weapon that never runs out; Beam 
Laser, a guided weapon for close-in sup¬ 
port; Air-to-Ground rockets, for pounding 
hard targets; and the MegaBomb, used to 
pulverize an entire area. I simply adore 
games that actually let you drop bombs on 
t enemies, instead of just using' your guns 
| all the time! The coolest part about the 
I weaponry in this game is that it actually 
hits the scenery and does damage when it 
misses some polygonal enemy. If you fire 
your Laser at the side of a lush green 
mountain, you’ll blast off the whole layer 
of texture mapping, revealing a dirt/clay 

I t layer underneath it! Not bad. Other tools 
at<your disposal are a view-toggle feature 
and a geographic map. 

3DO Studios has one heck of a 
fyi game on their hands, and have 
•U already supplied us vyith a precise 
list of (thankfully well thought out) 
[^'#1 enhancements to be made before 
I production. Stay tuned for more 
1 on this wild shooter! -The Stalker 


THE STALKER 

STAR FIGHTER NEEDS 
SOME TWEAKING, BUT 
SHOWS PROMISE. 



M2 Accelerator 1$ Comngl 

J|. It's a mesa 
/WMS S L adapter that'll 
Supercharge your Panasonic 
KfAlf' y?C> S^tem into a 
(/t-bit monster. And checf 
-this out! You can still play 
yow ^ 2-bit library! 


ttot New Tifl&s! 

'C'*)) Mortal (Combat 3 
\<; coming. in April! 
Updated with now loca¬ 
tions, characters and 
carnage. And it's now 
for yUO - e/clusUely 
from Panasonic. 


tooooookkkUM! 

Olympic Soccer Scores Sigi 
Pi cte a country and battle 
the best for the gold, first 
in a Series of Olympic titles 
comm Soon. Olympic Sashetball 
and Olympic Oiames Volumes I 
and II are also on their way! 
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Nothing pretentious or overblown here, 
just a fun, solid, fighting game. 

















Not many people truly remember the original 
Golden Axe. It was the Street Fighter of its day, 


l V/V *''• > V and falls asleep). What happened there? 

' The Duel proves again why the Saturn pad is just 
the best pad ever made... Every move can be 
* SS delivered with near perfect accuracy, except for 

the death moves... Those, unfortunately, range 
widely from easy to near impossible to do, making me wonder if they just print¬ 
ed them wrong in the manual, or what. They do look astounding, however. 
One big problem with the regular moves (and a big reason this game was never 
any sort of hit at all in the arcades), is that they seem designed to be used only 
against a computer opponent. Take Milan Flare, for example. Her Vega-like 
air dives are so incredibly predictable that anyone who was playing the game 
awake could easily block them with 
100% accuracy. In any sort of play¬ 
er vs. player game, that would a ... 

make her totally useless, but the ' 

computer lets it through about 25% -- mm■!»> '_ v >... V- --f;. 

of the time. ‘ 

Anyone who’s actually played The j *, ?,< jl||| 

Duel in the arcade will be surprised •- - 5 ,. » 8 JB.. '»)*;», „ 

by how much better the Saturn ver- ^ r ji 1 d fwr' }r. 
sion is. It’s fast and furious, unlike ’ -m 
the framey arcade version, or (lie 

weak previous ST-V release. Dark *• V,*"’* 

Legend. The scaling is handled f ) •. .•< 

flawlessly, and the games speed . / 

can be altered up to SFII: Turbo ~ 

levels, without any sort of sacrifice 

in the animation department. 

Character animations are slick, and the sprites are always well drawn, mak- 
' Doking game. The sound effects definitely do the job, but 
c is instantly forgettable. Sega just used the arcade 
>ic, rather than arranging something new. 

The game’s sole innovation is the special moves (magic) 
you can do only by getting magic vials (from hitting 

8 thieves, as per the Golden Axe tradition). And that's, 
at best, a new twist on an old concept. So this 
game puts aside any attempt at any innovation and 
_ goes straight to competing directly with the clas- 

% , % sic side-scrolling fighters. In that crowded 

' % genre, it fares surprisingly well. While the game 

dMU 4 ,'"" isn’t balanced enough to be anything you can 

" make a lifestyle out of, it can definitely entertain 

v “casual users ’ for many a late night. -TAKUHI 


amazing gamers and attracting huge crowds of 
bystanders when it was first released. I’ve 
always loved the series, and was distraught that 

Sega seemed intent to let it die with that awful Mega Drive Golden Axe III 
(especially when the arcade Golden Axe III was so good!). Now it’s back in 
fighting form, and though it is now far more the child of Samurai Spirits and 
Street Fighter than of the original series, it’s great to have it back. 

The game has fairly typical jab-strong-fierce button arrangement, and uses 
familiar fireball and dragon punch motions for most of its moves. There isn’t 
too much to The Duel that hasn’t 
been done before, almost nothing, 
actually, but it’s rarely been done 
mimwiAm*'; -T so well. While the game remains a 

I sJS \ \ J i|' : ^4 far cry from such fighting game 

■ •- 1 classics as Street Fighter and 

djfe, . jf| v rf Samurai Spirits, it’s a huge step 

jfik ' over recent failed side-scrolling 

\r~ c 1 1 attempts like Dark Legend. 

% *■> The characters are what makes a 

Gj fighting game, and Golden Axe has 

nf KV plenty to be proud of in that area. 

$ . ■ , |/ I’m surprised they didn’t take more 

7 ’ characters from the series, but the 

’it"':.' original characters are definitely 

cool. Doc, master of electricity, 
makes a much cooler hero than Kain Battler; Zoma has cool black magic; 
Jamm’s a nice mix of Blanka and Cham Cham (seriously, exactly 1/2 of each); 
and dark ice elf Keel is by far the coolest character in the game. Complete with 
a Clockwork Orange eye and two fast blades, Keel slices, dices and 
freezes with no shortage of panache. The last boss is a cool 
surprise, and very climactic. 

Tne backgrounds are also pretty cool, full of anima¬ 
tion and scaling in smoothly. Unfortunately, parallax 
is almost totally absent, appearing in only 4 of the 
10 stages, and rarely that impressively. In stark 
contrast, Zoma’s stage is the sole stunning paral¬ 
lax masterpiece, just sitting there saying “Well, 

I could have had awesome parallax backgrounds 
if I wanted to.” Why!? Also mysterious is 
Jamm's total lack of a stage (unless you count the 
bear that just crawls up into someone else's stage 









The isometric.playfields in SGM are vast and Split 
nto many areas. Each- is blocked by a colored barri 
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Ace just flies up and kills him for you. Ooh! 

How climactic. Even worse, the game’s unlimited 
continues will ensure that anyone who can breath 
will get there with no problem. 

The differences between the arcade, Saturn and 
PlayStation versions are cosmetic: The 
PlayStation one has a few transparency effects 
that the Saturn doesn’t, but also has a bit more 
slow down. Otherwise, they’re perfect to the 


arcade - same bosses, back- - c 

grounds, bouncy music, and high- 
pitched voices. 

If you don’t mind the short but otherwise wonder¬ 
ful ride, Beta na!! Twin Bee Yahoo! might not be a 
bad pick, but Super NES owners should first make 
sure they have the far superior Pop’n Twin Bee in 
their collections. How sad that a 21/2-year old 
Super Famicom game can obliterate its 32-bit 
sequel... -Takuhi 













Playstation 


I can’t begin to tell you how ecstatic I am about Hermie Hopperhead, the 
first Japanese-born 2-D platformer for the PlayStation. It’s not so much the 
quality of the game which gives me hope for the future, but what is dis¬ 
played sparklingly in each of Hermie’slO stages: at LEAST four layers of 
full-screen parallax, often reaching up to seven. To all those who claimed 
the PlayStation could never do 2-D effectively: I told you so. 

Unfortunately, Hermie , an otherwise top-class platform a 

“music.” What I’m Mk ^ 


game, is HARMED by its ear-grinding _ __ 

about to say is absolute fact: The main theme, which has 
about three minor variations, is played in nearly EVERY 
LEVEL of the game. This wouldn’t be so bad if it was cool 
music, but it’s... it’s... RAGTIME. The horror' .. 


...._ The pain! How could 

Sony craft such a fine game and render it nearly unplayable with such 
aural torture? The oddest tact in Hermie's audio realm, however, is that 
many of the secondary tracks, such as the map. cave, and intro tunes are 
quite literally godly. To play Hermie and have fun you almost have to 
turn the sound down, which is sad... you never get to hear the game’s 
true force. 

The story, as expected, is thoroughly mundane: Hermie, a hip-hop and 
happenin', inner-city, blazingly-coifed dude, is waiting impatiently for his W0- 1 ■ 
equally wild-haired girlfriend Trish to meet him, when an egg suddenly 
bursts forth from a trash can and coaxes him down into the Egg Planet. You 
wouldn't expect a bipedal egg to drag you into a trash can unless his world was 
being held in a tyrant's icy grip, which of course the Egg Planet is... and, some- 
how, the evil dude, Mad Migo, has also got Hermie’s girlfriend Trish! What’s a 
freakish teen to do? Load up on eggs and save his chick! W ' 

At first glance, one would label this CD a Yoshi’s Island rip-off because eggs 
























































has their own signature finishing technique and 
everyone plays to the audience: in exactly the 
same manner as the real wrestlers do! 

The developers of this game took the gameplay 
very seriously. Literally nothing was sacrificed 
or neglected as far as interaction, collision, and 
--movement are concerned. Every one of the 

XSv gouraud-shaded polygon characters 
X moves in brilliantly fluid steps at an 
\ extremely high frame rate. The con- 
WSb '«% \ trol is perfect, and the moves them- 

afw \selves look all too devastatingly real 

> wtien brought to life before you in 
. . gif «f7fully rendered style. The perfect 
sampled sound effects and genuine 
.0/ voices of the NJPW ring announcer 
psQ-^y and the head referee further add to the 
—.-^ realism. 

Toukon Retsuden may just turn out to be the 
greatest wrestling game of all time. Be sure to 
tune in next month for a nice, big, fat, review. 
Until then, wander down to your nearest import 
house and ask them for this incredible game! 

-The Stalker 


It’s the King of Sports! The game you see 
before you is the stunning achievement of Tomy 
(yes, Tomy!) with their new PS wrestling title: 
New Japan Pro Wrestling - Toukon Retsuden. 
Before I say anything else, let me just announce 
that Toukon Retsuden is far and away the most 
impressive wrestling title ever made. 

Following the great disappointment of 
a not-so-illustrious series of games / 
based on their promotion, the execu- / 
tives at New Japan Pro Wrestling /„ j 
decided to switch programming ( 
houses for their most important pro- I V } 
ject yet: a completely 3-D %% 

, , . _ PlayStation game. Three dimension-\ 

t al wrestling is a feat previously ^ 

untested in this industry, which is why 
I’m doubly shocked to see such a gem 
come out of Tomy’s skunk works. 

Toukon Retsuden is centered around the top 12 
stars of the New Japan Pro Wrestling organiza- 
^ tion. Each wrestler was imported to this game 

free from any loss of personal character. 
Everyone has their own unique moves, everyone 


PlayStation 




THE STALKER 

FORGET BLAZING TOR- 
NADO, THIS IS WHERE 
IT’S AT! 


. -1 . . 






We will never escape bad games. No matter-how 
high-spec our systems become, there yvill always 
exist those that seek to harm us with god-awtul soft¬ 
ware... and Arc System Works’, thoroughly sad 
Exector is a testament to this fact. 

We’ll, let’s see what I can gather from the vast 
amount of storyline text that’s flashed for about one 
second during the intro... “Spin Drift, the outerspace 
probe ship caught by mysterious energy And She lose 
all control of herself Spin Drift is being pulled into 
unknown planet. The mysterious energy is came 
from a supernatural ruin on the planet, ynder the 
present circumstance, Spin Drift will rush into the 
atmosphere too hardly enough to burn herself out. 
Time limit is only 10 hours! Scramble, Exector! 
Scramble, Exector! save our ship. Spin Drift.” 

Er, I’ll let you figure that one out... 

At any rate, you’ve got but ten (game) hours to have 
a rollicking good time working your way through five 
sumptuously texture-mapped zones such as 
“Stairway to Heaven,” “Damned, The,” and the star¬ 
tlingly named “Deadly Bottom.” Your object is to col¬ 
lect three colored keycards per multi-floored level, 
then destroy the boss. Ah, if only life as a “Space 
Powered Tracer” were so simple... Barring your way 
from accomplishing these tasks are not only your 
enemies, but weapons that look exactly alike, doors 
that simply can’t be seen, and enemies that sponta¬ 
neously reappear. I’m not even kidding... you can kill 
an enemy, turn 360 degrees, and... guess what! He’s 
back for more! The REAL treat of Exector, however, is 
the ability to change views between a somewhat cool 
3/4 view to a heinous Doom-esque perspective. 

In order to aid you on your imperative mission, there 
are several special weapons at your command, such 
as a lame lightning bomb, a flame-thrower and a 
cluster bomb. All of the items in the game are voiced 
by an obviously non-native speaker... my favorite 
weapon would have to be the “Swimming Lessons,” 
and I’d always recommend a nice “Obscene” to 
replenish your life if you’re feeling unwell. The only 
semi-understandable phrase is “Haary Ap” (Hurry 
Up) every game hour. You have the ability to strafe in 
Exector, as well as dash. Dashing also allows you to 
break transparent barriers, but will also cause you to 
overheat. But worry not - even though it takes you ten 
seconds to cool down, the most abundant item in the 
game is the “Xector Cooling Device” which takes 
care of that nasty overheating problem.. 

The graphics in Exector are really the only semi- 
of the game. Though everything moves at a 
slow pace and the frame rate could indeed 
, there are few pixels even in the Doom 
mode, except when an enemy ejects great clouds of 
pixelly smoke that whittles your life down in sec¬ 
onds... I guess even Space Powered Tracers need to 
breath, eh? The textures are appalling in the first two 
stages, but steadily get better as soon as you enter 
“Damned, The.” Midway through the third level they 
actually start to look pretty good, with little touches 
like moving conveyor belts with bits of random 
machinery, rotating discs that actually spin you 
around, and transparent glass (or is'it water?) cover¬ 
ing the hallways of stage four. 

Elector's music would probably be okay if it didn’t 
suffer from Philosoma syndrome - you can’t hear it. 
Mediocre explosions and the sound of gunfire cgm- 
pletely drown it out. Average sound effects and twist¬ 
ed commentary just can’t carry an entire game. 

If you’re an import buyer, stray far from Exector. 
This game just exudes this aura of cheapness... The 
programmers even let a serious bug slip through: If 
you stop walking on the first floor of stage one, the 
clanking “a pied” or “on foot” sound effects.contin¬ 
ue. I think Takuhi made a very pertinent comment 
about Exector. “It’s a poor man’s Loaded.” Arc 
System Works’ next project is a Saturn and 
PlayStation RPG called Wizard’s Harmony. It 
remains to be seen if they can screw up the RPG 
genre as much as they did 3-D action. -Nick Rox 
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KIDOSENSHI GUNDAM 

Kido Senshi Gundam by Bandai, an action/shooting game using 
rendered Gundams and digitized backgrounds arrives in Japan 
this December. Fans of the series should be elated. 


TOSHINDEN REMIX 

Toshinden Remix , as it’s being called for the US Saturn, is looking a lot better! Besides having to replace Gaia’s background with an Astal-like bar¬ 
rel effect (and Ellis currently looking like a little boy), it looks nearly identical to the PS version. The proof is in the playing... Stay tuned. 


1 ny W to I1 ^ W m 3 

ALBERT ODYSSEY GAIDEN 
Arguably, the single biggest mistake Sunsoft USA ever 
made was not releasing their Japanese parent’s amaz¬ 
ing strategy RPG Albert Odyssey on the SNES. Sunsoft 
Japan is alive and well and have shifted the develop¬ 
ment of Albert Odyssey Gaiden, the new straight role 
playing version, from the Super Famicom to the 
Saturn! With character design by Satoshi Urushibara 
(Plastic Little), this is sure to be one of 96’s best 
RPG’s. Question is, will AO finally make its way state¬ 
side? AO Gaiden is set for a January relese in Japan. 
We’ll keep you posted... 


DARK SAVIOR 

Climax is back! LandStalker tans rejoice! Dark Savior is only months away with a 
December release date set for Japan. Fire up those converters and get ready for a 
LandStaiker-siiad adventure, Saturn style! 


Lunar tor the Saturn con¬ 
tinues to unfold and is on 
target for a January 
release in Japan. There’s 
no word from Working 
Designs as of yet, regard¬ 
ing its fate in the US. 


IN THE HUNT 

The late great 
Irem’s last coin¬ 
op shooter, In the 
Hunt, is on its 
way to the 
Japanese Saturn. 
Scheduled arrival 
is December 
15th. A GF review 
is imminent. 


Expect * , 
Toshinden 2 to * 
amaze us even 
more than the origi¬ 
nal with its cleaner 
textures, amazing 
light source shad¬ 
ing, 2 new charac¬ 
ters, and controllable 
Gaia. With tough com¬ 
petition like Soul Edge 
and Tekken 2 vying for 
the top spot among PS 
fighters, the arcades 
are about to become a 
war zone (Capcom is 
releasing Toshinden j 
2 in the arades). “ 

Lucky PS owners get 
all three! Soul Edge 
in April, Tekken 2 in 
March, and 

Toshinden 2 later this ' 
year. (All dates are 
per Japan.) M 


ReverthionviiW hopefully mark 
the return of the real Techno- 
Soft. After two turds, they’re 
due.fi still think Thunder Force 
4 is the one everyone’s waiting 
for. Underwater Cyber Sled does 
sound cool, though. 


The 3rd installment in the X 
series, DracutaX for the PS, 
tures gamenlay from 2 & 3 
(NES), multiple characters, i 
Alcard (the son of Dracula) a 
main character! DX-PSisse 
a Spring release in Japan an 
America. 



















KONAMI 


he your We 9\he os ours? 


We've set our sights high, and nothing can hold us back. Are your career 
goals the same? If so, then come join our team! It's an amazing career 
opportunity. It's creative freedom. It's a chance to learn on state-of- 
the-art equipment—a chance to be a member of a team developing 
games for all of the newest 32 and 64 bit platforms. 

Join Konami Computer Entertainment Chicago, a new U.5. R&D 
subsidiary of Konami Co. Ltd., an industry leader in electronic 
entertainment for more than a quarter of a century. KCEC's mission is to 
gather the most talented individuals on the planet to create the best 
video games for the American market. 

We are actively hiring these skills: 

Graphics Designers/Animators: 3D,SGI 
Sound Designers 
Sound Programmers: C, C++ 
Graphics/Animation Programmers: C, C++, Assembly 

KCEC is an equal opportunity employer located in a spacious NW Chicago 
suburb. Relocation packages will be available. Plus, we offer great 
benefits, including competitive salary, 401(K) plan, non-contributory 
medical and dental plans and, most importantly, a great place to work. 

Please send your resume, salary history and demo of your best work 
(video for graphics/animation, audio for sound) to Konami at this 
address: 

Konami 

Human Resources Department, Dept. DHGF 
900 Deerfield Parkway 
Duffalo Grove, IL 60069-4510 

Telephone: (705)215-5100, ext. 133 
FAX: (705)215-5242 




OTHER COOL GAMES FROM SEGA SPORTS: Visit the Sega Worldwide Web Site for m 


information at http://' 


KEEPING UP WITH 


Deion's playing for the Dallas 
Cowboys. But with Sega Sports, 
he can play for your favorite team. 


Explosive speed is Deion's trademark. 
And this year’s game play is faster 
than ever, even fast enough to keep 


JUST GOT EASIER. 
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GIVE ’N’ GO (SNES) 
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broadcasi-quali- r pi “^ 
ty CG-FMV intro 
to the quick 

camera angle | *""" j- 
changes to the 'j 

eye-watering 
motion capture 
sprites. 

Just how much 
perfection does - 
Gameday repre¬ 
sent? Well, ‘ v 

anyone can 
make spectacu¬ 
lar graphics. 

And a few peo- P" 1 '" ’ . 

pie are smart enough to include all the real stadiums. But it 
v -_.' takes a truly brilliant developer lo recognize the importance 
*; ; ; of ACTUAL CORRECT FIELD PATTERNS in the stadiums. 

• * . When the weather turns snowy in Lambeau Field in Green 
^ Bay. the snowpack is heavier and different than it is at RFK 
U in Washington. D.C. That is design perfection! 

J ” Gameday plays as good as it looks. The controls and 
% " movements are pretty much the Madden standard mapped 
»—' onto a PlayStation controller... hey. who's complaining? 

Maybe there could have been more technique on 
the L and R buttons (which are generally not 
used), but I’m sure Sony can save that for next 
- year (and the year after, and the year after), 

p- |M, It goes without saying, but l‘U say it: Football 

I*- I I fans who own a PlayStation should be force-fed a 

Its L4 r*t 5 bottle of Tinactin if they don't buy this game. 

-Cal Cavalier 


Finally, the tortuous run is over. No longer does the only good 
mass market football game available feature five-year-old graphics 
on seven-year-old technology. NFL Gameday is a modern sports 
achievement, Sony Interactive threw a bunch of football lunatics 
with extensive programming experience at the (arguably) highest 
powered system on the planet today, and the results are... yes. the 
best football game of all time! 

A truly groundbreaking game makes you say. “No way. I'm not 
seeing this!" MANY times, and that’s what you'll experience with 
Gameday if you so much as have a pulse. Gameday literally lias 
something for everyone. To start with, there are FOUR camera 
angles to choose from. This game is Madden... no wait, it’s Tecmo 
Bowl... no wait, it's Play Action 
CONDITIONS Football... no wait, it’s a new 

game! Can you think of a perspec- 
.yJ-%. rrvr ! tive they didn't include? 


FIRST DOWN 


The motion-capture 
graphics are astonish¬ 
ingly crisp, smooth, and 
fluid, and there are no 
graphic hiccups you'd 
normally associate 
with first generation 
software such as 
break-up. slow¬ 
down. or flick¬ 
er. The visu¬ 
als never 


1 PlayStation 


SNOW 


amaze, 
from the 


the-field cam- 
s like Madden. 
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MISS DEMEANOR 


Picture a course with lava-spewing volcanoes, scores of pillars, islets 
floating in the sky, 100-foot cliffs to go over and between. No, these are 
not images from Corey Pavins nightmares or miniature golf on steroids, 
these are merely a few of the holes you will face in Vic Tokai’s Turbo Golf 
for the Saturn. 

Though the course is challenging, the game itself is great for the novice 
golfer. Absolutely everything is explained to you. Don’t know what 
“double pelias" means? Look it up. No, not in that handy little desk ref¬ 
erence set that you keep by your side for just such an emer¬ 
gency, this game has its own glossary which includes just 
about any term you’ll ever need. For those who just love to 
look things up, there are also menus that explain the 
game's controls and descriptions of every hole. 

Options, options, options! Besides the 10 game control 
items on the Option Menu (including a cool ball-cam), there 
are plenty of other decisions to make. You can register up 
to 4 players and choose their names, pictures, clubs, cad¬ 
dies and handicaps. When it comes time to tee off. you have 
to decide between 7 different styles of golf play. 

Visually, Turbo Golf is a dream. Take my advice, choose “Ball 
View” just once to see some of the awesome scrolling we’ve all 


been waiting to see on the Saturn. The previews of the 
holes are a tad grainy at times, but you'll barely notice with everything 
else to see and do. The music, voice, and sound effects do not disap¬ 
point either. Nothing sounds sweeter than tapping in that birdie putt for 
$ 10 , 000 . 

Turbo Golf will make you want to throw your clubs into the water (er, 
lava) hazards sometimes, but with its great visual effects, stellar sound 
and myriad of play styles you'll be back for more before long. If you are 
looking for a great golf game for the Saturn, look no further, my friend. 

-Miss Demeanor 
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ISSO slide tackles the com¬ 
petition with the largest 
SNES soccer sprites ever, 
highly animated players, 
and intuitive play mechan- 


fURiai 


very exciting, but the radar 
feature ensures playability 




OVERALL: 90 




DEVELOPER - KONAMI 
PUBLISHER KONAMI 
FORMAT - 16 meg 
# OF PLAYERS - 1-2 
DIFFICULTY - INTERMEDIATE 
AVAILABLE - NOVEMBER 
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Konami, one of the all- 

time great sports pub- m f T- — g-y 

Ushers of the late 80s, is ~ 
back in the arena in a big ’— w " 


way. I was skeptical when I 


' short ground). I was especial¬ 
ly impressed with the variety of 


player animations. Details such as sidestepping, your 


didn’t think they would be able to match the player yelling at the ref for a yellow card or hanging his 


depth of gameplay produced by companies such as EA 
who have been doing sports for the last live years. Boy, 
was 1 wrong. International Superstar Soccer Deluxe is in 
almost every way as good as. and many ways better than, 
EA’s FIFA Soccer 96. 


head in shame for a red card add immeasurable value to 
this game. 

ISSD is on par with FIFA in the area of presentation. 
While ISSD’s graphics are overall more impressive, the 
crowd noise is more static-ridden and less realistic than 


The 3/4 perspective is MUCH closer in and tighter on the FIFA’s. The voice announcer in ISSD is almost cool in a 


players, but any problem you might have seeing farther 
down field is mostly eliminated by the radar fa feature 
FIFA sorely needs). Forcing yourself to use the radar 
takes a little getting used to but is not a problem. The 
trade-off is well worth it: The player sprites are very 
large, easy to see, and never get muddied up or over¬ 
clustered. At rare moments there are touches of slow¬ 
down hut nothing that overly disrupts gameplay. 

ISSD has very responsive, solid gameplay, including 


broken sort of way. The side-splitting pain of “No... 
Foul??!’’ is more than I can describe in print. 

Like FIFA, ISSD is ten times better in player vs. player 
mode. There are a variety of config options for up to five 
players,'hnd there are of course many international teams 
to choose from. The only thing missing are actual player 
names. Well, it may not be Meola, but at least it LOOKS 
like Meola. Other than the lack of real players, ISSD may 
very well be the pinnacle of 16-bit soccer. -Cal Cavalier 


I ve had it up to my tooth 
with soccer games. 
However, i will say this, 
if you're in the market 
lor the ultimate SNES 
soccer test: (his is It. Big 
sprites, slick well pro¬ 
duced audio, and per- 
lect playability make 
ISS the choice lor the 
16-hit season. 
























Ah, the life of a boxer... Just one pay-per-view fight 
after another, broken up only by occasional lengthy 
prison sentences. But Boxer’s Road presents a "New” 
(Ha! Get it?) perspective on the sport of boxing, and it 
turns out that boxing’s a heck of a lot more boring than 
anyone ever imagined. 

Thanks to Boxer’s Road, the best-selling game (for 
any platform) on the week of its release, a whole new 
l generation of Japanese boxing fans are gasping with 
takuhi excitement... Finally, a game in which you can care- 

a strategic boxing fully plan your boxer’s diet! Yes, diet planning is one 
game that gets a 0 f man y intricacies left up to prospective pro box- 
bit slow at times. ers in New’s first PlayStation game. These details are 

I the game’s most innovative features - it’s cool to be 


ptad mm otei scmm 
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xcnevt ammo mm 
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vmmr.tp oin im ten 
cam, paeon, menu 
peer ado do exei 
nao a gut oun oaten 
\ lmns. to m mom. i 


able to customize your boxer exactly as you want, via 
diet planning, specific training regimens, and control¬ 
ling the day-to-day schedule. This attention to detail is 
also the game’s greatest failing. You spend way too 
much of your time sitting there, staring at the options 
screen and listening to useless advice from nose-less 
coach Yoda (“use the force, Luke!”), just filling out 
menus and waiting for the clock to tick down until your 
next fight. 

When it finally is fight night, you’ll enjoy the wide 
selection of perspectives and slick Gouraud-shaded 
boxers. Unfortunately, the game moves painfully slow, 
a big flaw for a boxing game. You can make your 
boxer much faster by forcing him to do speed-oriented 
. training sessions, but the first couple of 
matches will always be pretty dull. Otherwise, 
the fights are pretty good - the control’s pretty 
well thought out, and the variety of perspec¬ 
tives (chosen by you) insure that you always 
have a clear view of the action. One cool 2- 
player feature is the vs. mode, in which both 
players can pull their best boxers out of their 
memory cards. 

Boxer’s Road is not a pick-up and play boxing 
te, wp; game, it’s a hard-core boxer’s life simulation. 
OOd 7 If follows you from the moment you first knock 
ff ^ ff on the door of the gym, to your arraignment at 
jffljlPfl the sexual misconduct trial (or so I’d imagine). 
7 ) hop I can't imagine that would appeal to too many 
(EX, m people, but if you’re the type who always 
E/tme, wished you could adjust the amino acid levels 
(and I'm not kidding) in your boxers, look no 
further. - Takuhi 

























—, «. . . »- r- a «yi Konami has a sterling history of superb arcade 
£ *. .» | E 1“ A HI sports games starting with the classic Double 

5" Dribble , but the company met with more limited suc- 

_ ^ cess with the recent Run N Gun. While Run 

/ 'N Gun drew a niche audience and had 
innovative 3-D. the lack of easy controls, 
■jS". digitized characters, and an NBA license 
iff placed the game squarely in the shadow of 
i '4 the more mass-accepted NBA Jam. So, in 
- translating this game to the SNES. Konami 
\ l 4 has renamed it Give N Go and added sever- 

a I enhancements. 

Give 'N Go has real players and team logos, more 
options to choose from, a season mode, and even a 
team edit. Some of the players even 
yn have digitized pictures to go along with 

FIDH 1 their stats. While not as large as the t ^ 

* arcade. Give ’N Go’s characters are the I 

- largest in any SNES basketball game. ■ 

/ The animation is very nice and the sys- I | 

/ tern never really chokes. What really 

makes the game stand out is the W“ 

announcer's commentary when you go ■ i l 

for a shot. Cries of "You're too far ■■ 1 

away!” can make you laugh out loud. k 

/■ Give ’N Go contains solid gameplay, ft 

but you are too limited in your options. 

While you can steal and jump on 
t,e,ense ' you never have the option of attempting dif- 
O L |11 Clnf ferent types of steals or even pushing your opponent. 

Ig^lf IL If If Thls makes it very hard to actually create turnovers. 

However, it's extremely easy to block an opponent’s 
shot in the air, so balls being " rejected” is common. 
Once more, alley-oops are very easy since you only 
press one button to do them automatically. The 
ncuci nnrn i/nniAMi downside is you have very little control as to who 

UtvtLUmi - HUIIIMIVII jumps tor the ball after you lob it in the air, which 

diidiicued i/nniAiifli detracts from the realism. Give TV Go does give you 

rUBUMtlf - HUIVHIVII multiple ways to dunk a ball and all of them are 

FnnMAT icnifp extremely satisfying to watch. It’s unfortunate that 

runiviw - ibivitu Konami didn't add an option to select the type of 

u nr ni avedq , c cl uiik you do: as it stands now. your dunk is ran- wg 

ffUM-LHitna -i-a dorn. depending on your position. M 

niFFiruiTV iniTEHAAEniATE Konami started the basketball 

DIFFICULTY - INTERMEDIATE |rend way back wj|h Doubje Drjbbje ^ 

AVAILABLE - NOVEMBER tV’NoT'"' ttie “ re ' eme ' sence Wlth i 

Give W Go rates as a solid game. Easy * * 

J l | » f. ® * 1 “ I k,. controls* great audio, and qood graphics 
| cal cavalier sh%lgffiasily satislf fans of afiadeljyle t v J 

ai the end one-bit its nice basketball. -E Suzuki 


h effort 
i/upgrade 




OVERALL: 86" 

Graphics 


E,SUZUKI 


Give "N Go adds some 
sorely needed features 
missing trorn Run "N 
Gun, but Konami isn't 
quite there yet. Real 
players and very good 
SNES graphics are this 
game's high points, I 
wish they would have 
focused more on solid 
play mechanics which 
require skill and preci- 

' OVERALL: 84’ 

■ ■ i 
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•KONAMI 


C**'"'' or no breakup to be found. 

^ The view is similar to Run 7V Gun, 

\ tr except the camera floats much higher, 
about backboard height. This pulls you 
\ \ off from court-level graphics to a per- 

\ spective with more depth. The player 
\ \ ' / control is sublime and features new 

\ \ \ moves I’ve always wanted in b-ball 

\ \ games, such as a spin. The 

y v \ length the developers went to 

\ \ \ capture realistic basketball 

\ \ \ frightens me. For instance, if 

u \ you are fading away from the 

basket as you take a shot, your player 
will actually animate into a FADE-AWAY 
jumper. Wow! Get set for finger rolls, hooks, 
jukes, and some astonishing behind-the-back, in- 
between-the-legs, hot-doggin’ jams you’ve never seen 
before in a video game. 

Not only does Zone offer the actual NBA license, the play¬ 
ers actually have their names, jersey numbers, and actual 
facial details such as goggles - a very nice touch. The 
expansion Raptors and Grizzlies are represented, so this 
game is totally up to date. Look for a review soon, I can’t 
wait to get in this zone. -Cal Cavalier 


While Give ’N Go isn’t bad for 
SNES, true Konami basketball 
power could only be achieved on \ 
32-bit. Rather than simply port 
Run ’N Gun from the arcades, V--' 

Konami chose to start from scratch 
with its PS b-ball debut, and a wise 
choice it was. 

NBA In the Zone is a spectacularly 
well-executed hoops jam-fest. The game 
has a totally unique look and feel that will 
be hard for competitors to match. The 
sprites are motion capture, texture- 
mapped polygons which makes Zone very 
different from, say, a game with digitized or 
hand retouched graphics. The movement is 
fast, realistic, and extremely fluid, with little 


PlayStation 


CAL CAVALIER 

A spectacularly well- 
cuted hoops jamfest. 
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out of the way. Jim Lee's 
WildC.A.T.S are slashing their way 
onto the screen of your Super 
Nintendo Entertainment System. 
You take control of Spartan, Maul 
or Warblade in their ultimate 
mission against the evil Helspont 
and his Daemonites. Work together 
and the WildC.A.T.S blast through 
eleven worlds of tense battle and 
unfathomable danger. Don't, and it 
won't be just "looks" that kill you. 
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System includes Mario's Tennis. Other games sold 
included. © 1995 Nintendo of America Inc. ™ and © 
of America Inc. Red Alarm™. ™ and © 1995 T&E 
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For its time, Nintendo’s |||£ 

Donkey Kong Country ms the ^ ^ « ♦. 
ultimate 16-bit game, it had J O^OIf 

great level design, excellent — A 

DDElflEIAf control, a phenomenal sound- LVCl I? 
rliCl/IClrlr track, and above all, SGI-ren- 

dered graphics. All anyone r- • 
needed to do when deciding to \tVi\\\ fu Dl\ 
buy DKC was see it. \UI 

See it they did, and buy it 

they did. DKC broke all previ- % ' 

nciipinncp Rfl „r ous records and sold well over 

ututLUrtn KAKt 7 m j||j 0n copies. One year % M 

PUBLISHER - NINTENDO l ater > P 0 ^ ps and Satarn > ^ . 

big question on every gamers 
FORMAT - 32 MEG CART mind is how in the world one 

ji nr m Avrnn , can top such force, given the 

# OF PLAYERS - 1 limitations of 16-bit... if it has 

DIFFICULTY - ADVANCED |! ny ' 1 m beginning to won " ****%#: 

der... 

AVAILABLE - DECEMBER 3rd. Let me start by saying, if you sold your SNES to buy 
one of the new power machines better dig in to the ol 


"The Best 
16 -bit Game 
Ever Made!" 


iH * 


AVAILABLE - BECEMBER 3rd. 


over 100 stages of stuff you 
simply won’t believe. 


technical marvels are everywhere 
daring you to compare this game to 
anything. 

In DKC you were aided by many 
friends such as the memorable 
Rambi the Rhino. These scenarios 
were some of the most memorable 
in the game. This time out you’ll 
actually get the chance to control 
your friends: Squawks, Squilter, 
Glimmer, Enguard, Clapper, and y 
Rambi. You’ll experience ,/ 
new play mechanics like 
entire levels where Diddy 
and Dixie hover. And you 
don’t just bounce on bosses 
to defeat them any longer, 
strategy and skill is now 
required. It’s 8 
worlds and 



change drawer and emerge with enough to buy anoth- From roller coaster 


E. STORM 

PRODUCER TIM 
STAMPER HAS RISEN 
TO THE LEVEL OF MR. 
MIYAMOTO. 


er SNES. Because if you’re into platform games ride; 

there’s a big chance that your new system will never skie: 
reach the heights exhibited in Diddy Kong’s Quest. behi 
Dare I say Diddy Kong’s Quest is better than any plat- heat 
former on 32 or 64-bit in overall joy factor? Indeed I you 

do. They’re just not makin’ ’em on the new systems long 

so you gotta grab the great ones while you can. 20 h 

In reference to DKC, DKQ has much over its younger quic 
brother. Besides being a lot longer, DKQ is packed only 
with more play mechanics, bigger levels, better bonus was 
areas, better music (can you believe it?), and better 
graphics. Did I say better graphics? Uh-huh, they’re 
actually better. Seamless parallax, 3-D warping 
like the big boys, transparencies and other such 


rides among exploding 
skies, to honey walls 
behind transparent 
heat, DKQ will have 
you spellbound for a 
long, long time. In the 
20 hrs. we played (as 
quickly as possible) 
only 50% of DKQ 


*9 ; 
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SWING INTO FUNKY FLIGHTS, SWANKY’S 
BONUS BONANZA, WRINKLY’S KONG KOL- 
LEGE, OR CRANKY’S MONKEY MUSEUM. 
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uncovered, so I’d imagine this to be a 100+ hour game. 

My only problem will be how to score DKQ when we review it. We gave DKC 
perfect scores thinking it would never be topped on the SNES. Now along comes 
Diddy and Dixie (I call her Cammy Kong) to make us look like boneheads. The 
statute of limitations on 16-bit game reviews should be one year. You just never 
know what to expect in this business. -E. Storm 
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If you’re as into video games as we 
here at GF, than you know what I mean 
when I say these are exciting times. 

The Saturn and PlayStation are out, 
the Ultra and M2 are just around the 
bend, and new talented developers 
are popping up everywhere. Gaming 
is indeed heading into the future in 
impressive fashion. One would think: 
that 16-bit wouldn’t be a part of all 
this progress, we ourselves are 
guilty of dismissing it way too early. 

The fact remains, millions of people still 
own 16-bit machines and now that the 
Nomad is out (if Sega would just 
the thing), 16-bit development could, 
theoretically, continue well in to 


'96. What you're looking at is one good 
reason why it should... Disney’s Toy 
Story. Less than a year ago, one look at 
this game would have had anyone saying 
“Wow, 32-bit, I can’t wait.” Toy Story is 
that impressive. Completely rendered 
and packed with unbelievable animation 
and 3-D environments, this 16-bit 
Genesis game could easily be mistaken 
for a 32-bit title, in fact, it was. More 
than one fellow staffer walked in to my 
office, took one look and said, “Is that 
Saturn?” Honest. 

Toy Story is, of course, based on the 
upcoming movie starring a cast made up 
of 100% rendered toys and environments. 
I’m quite sure both the movie and the 
game will have a major impact on 
■^their respective markets. Toy 
Story’s game play is a fast-paced 
mixture of strategic platforming, 3-D 
nd top-view racing, and (get this) 3- 
corridor gaming. If the platforming 
doesn’t knock you of you’re chair minute 
me, the 3-D portions surely will. I can 
[honestly say that the 3-D is smoother than 
'any found on the 32X or SNES, and miles 
ahead of anything previously on the 
Genesis. It’s pseudo-light-source shad¬ 
ed, and moves at a brisk pace while 
everything in the distance scales 
smoothly... and it’s texture mapped! 
How, you ask? So do we. The SGI 























rendered side scroll I can fathom (lots of high dollar workstations, mem¬ 
ory, and a nice budget), but the 3-D I just cannot grasp. When exactly 
did the Genesis start outperforming the Sega CD which has scaling hard¬ 
ware? And even more puzzling is the color. Check out the static screens 
before each level. 64 colors? I don’t think so. 

You’d think with all this expensive technology the gameplay would suf¬ 
fer at least a little, but it doesn’t at all. The game’s star, Woody, can do 
all sorts of things. He runs, jumps, teeters, whips and grapples (via his 
pull cord), swings, and 
drives. Toy Story is as 


game play, and even 
has good music and 
voice! All this plus SGI 
graphics on the 
Genesis, or better yet... 

Nomad! Life is good. 

Needless to say, if you 
have access to a Sega 
16-bitter grab this 

game the moment it comes out. It will surely go down in gaming history 
~~ one of the all time best of an unforgettable six year reign. 

-E. Storm 
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LEVEL 


SECRET LEVEL 


REVIEW 

DEVELOPER - ADRENALIN 
PUBLISHER - PLAYMATES 
FORMAT - 16 MEG CART. 

# OF PLAYERS - 1-2 
DIFFICULTY - ADVANCED 
AVAILABLE - NOW 


. Finally we have a game that 
l breaks the streak! Playmates' 

Mutant Chronicles: Doom 
jj Troopers is just what I needed 
> tor my Contra-depravation sick¬ 
ness. DT is set in an ever-chang- 
' ing world tilled with natural dan¬ 
gers with plenty bloodthirsty 
drone warriors lor one or two 
players to blow apart. 

-» I love the gory graphics in 
Doom Troopers. The program¬ 
mers stretched the Genesis almost to its break¬ 
ing point in assembling the graphics and surpris¬ 
ingly seamless animation. The game moves and 
scrolls fluidly, with scarcely a hint of slowdown. 

Besides that, the sound is rather impressive too, 
highlighted by the screams and shrieks of your 
stricken enemies. As far as tunes go, there’re 
some goodies in there to listen for. 

The play controls are rather simple: shoot, jump 
and attack with your body. Once you master the 
art of jumping over and ducking under flying bul¬ 
lets, you're set. While the actual control features 
no particularly striking innovations, the actual gameplay is filled with lit¬ 
tle things that make you think, “I’ve never had to do that in a game 
before!” Ttoo examples: crossing a dangerous body of water by hopping 
onto the bodies of dead enemy soldiers, and catching air in a tunnel current 
to propel yourself skywards. 

Each level segues to the next, culminating in a nasty boss after every two new 
areas. The four bosses can be pretty tricky, so stay alert! Also note that you 
have to go a long way in between password checkpoints, so be patient, each life 
you lose brings you one step closer to replaying the difficult areas you’ve 
crossed. 

I’m pleased to say Doom Troopers is the first 
in a long time. I recommend fans of similar 
and give it a shot. 

-The Stalker 
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Disney's delightfully dark ere- ^ 
ations are making their winged 
way to your Sega Genesis this Christmas, and if you thought 
the cartoon was cool, wait 'til you check out the game. For 
their very first venture into the wonderous world of gaming, 
Disney Interactive has produced one mighty cart. 

Each stage in Gargoyles follows the reign of terror of a 
Viking king and his army of madmen. Determined to 
destroy all that stands in their way, they travel the land 
wreaking ultimate havoc upon the world. That is, of course, 
until they arrive at the gates of Castle Wyvern. The fun 
stops here, boys! Enter Goliath, fearless leader of the myth¬ 
ical Gargoyles, creature of living stone, now protector of all 
mankind. 

Both the graphics and music compliment the game's 
somber atmosphere. Colors, for the most part, remain dark, 


with tones depicting each 
stage's par¬ 


ticular mood. All characters are animated 
beautifully with a vast assortment of fluid a 
movements. Goliath, for instance, is J 
capable of a number of different attacks, £ 
including claw swipes, a shoulder roll, 0 
hawk dive, and the always fun crouch- V 
kick. 

But the fun doesn’t stop there. The game j 
is set in two separate time periods, the 
later taking place one thousand years after 
Goliath's initial encounter with the vikings. 
Castle Wyvern is now located atop a sky¬ 
scraper in downtown Manhattan. To a thou¬ 
sand year old Gargoyle this can be a real 
culture shock. And a new setting also 
means new enemies for our winged crusad¬ 
er. Recent technology has spawned an army 
of robots, some even resembling insects. 

Gargoyles is detinitely one the first sue- i 
cessful translations of an American cartoon i 
I’ve seen in a long while. It’s nice to see a . 
company like Disney not only produce qual- I 
ity animated features but killer games as 
well. We’ll be back with a Gargoyles 
review very soon. -Jace Fury 
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i the single black bit-mats graphics, you get to jump\ 


with the ingenious gameplay, catchy and play so great. We’ll review Wario’s 


tunes, and brilliantly-shaded red and , 





course, T&E’s Virtual Golf has t 


and options are all dialed in perfect- 


thing that no other golf simulation ly. 

has... true 3-0 gameplay. One needs Screen shots don’t do this one 
to only stand behind a bunker peer- justice, folks, if you know a golfing 
"vn'T, *>sjanatic, trust me, T&E’s Virtual 
know the power of the VB. And Golf wi „ hnnk ’em instantly ^ 








) World Wrestling Federation, WrestleMania and its logos are registered trademarks of TitanSports, Inc. All distinctive character names and likenesses are trademarks of TitanSports, Inc. ©1995 TitanSports, Inc. All 
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TAKUHI 

The best side-serolling 
shooter since the original 
R-Type. 


DEVELOPER - AICOM 
PUBLISHER - SNK 
FORMAT - 380 MEG CART 
# OF PLAYERS -1 
DIFFICULTY - YOU HAVE NO IDEA 
AVAILABLE - NOW 


Ah, the joys of a really good 
shooting game. There’s noth¬ 
ing like that one brief moment, 
when the screen is filled with 
an army of enemies, each firing a barrage of bullets, all of 
them aimed at you. And you, through your many years of 
shooter training, find the exact one spot that’s safe, and, from 
there, go weaving in and out of a sea of bullets so plentiful 
that even the system’s hardware can’t keep track of them all. 
For that one brief moment, you are... a god. 

But every now and then comes a game that takes all of 
those would-be gods, and grinds them into a 
pulpy mass of blood, bone, and bile. 

Welcome to Pulstar. Pulstar is an R-Type 
type game, through and through, and prob¬ 
ably the hardest - and best - of even 
that most grueling of shooter families. 

The game moves slowly, giving you 
plenty of time to think and plan; you 
must know when and where each enemy 
is going to appear, and have a bullet wait 
ing for them when they arrive. Just as 
R-Type coined the term “strategic shoot¬ 
er,” Pulstar now redefines it. 

Not only is Pulstar the hardest Neo«Geo game 
to date (Viewpoint, you say? Hal), it’s also the 
biggest. The game’s 380 megabits are packed full 
of flawlessly animated, fully rendered enemies and 
bosses. Every level has its own diverse assortment 
of foes, backgrounds, and boss attacks. The ene¬ 
mies are huge and beautifully done, and the bosses 
have a great many forms and attacks; a pleasant su 
prise considering the weakness of the bosses in 
recent R-Type games. 

You have all the usual R-Type weapons, such as 
the option (now renamed as “Voyager”), reflecting 
laser, homing missiles, etc. There are a couple 
twists this time, too. While the Voyager can no 
longer be repositioned on the back of your ship, you 
can send it out as a bomb, and the bits (now called 
“los”) can be aimed and locked in 16 different direc¬ 
tions, adding another element of strategy. In addi¬ 


tion to the ability to charge up and fire a super shot by holding 
down A, you can now charge up and fire each weapon in a 
totally different way by pressing A rapidly. This gives each 
weapon a second function, and introduces all sorts of new 
options to the game, from shields to lock-on lasers. 

The Neo»Geo does an admirable job of trying to handle all 
the action, but sometimes is forced to slow the game down 
dramatically (actually a big plus for gamers)... You can 
almost hear the processor coughing and wheezing during 
some of the boss confrontations, but there is no flicker to be 


that the action isn’t incredibly intense. 
This game demands more from the gamer 
than any R-Type yet... After playing for a 
few blistering hours, my fingers started to 





























Clive Barker talks with GF 
Entertainment Editor Jason 
Weitzner about his upcoming video 
game, gaming in general, 

Hollywood, and a whole bunch of 
other really cool stuff. 



GameFan: First off, how did you 
get started in the entertainment 
industry? 

Clive Barker: I started with plays, 
with theater. It was inexpensive, 
and a great way to start that whole 
process going. I had a small theater 
group, and plays that were very fan¬ 
tastical. There was a play called 
“Frankenstein in Love” and a play 
called “History of the Devil.” We’re 
publishing some of these plays for 
the first time in December. I went 
from there to books, from there to 
films, from there to interactive: and 
I wrote comic books pretty much 
at the same time. I’m always on 
the lookout for the next piece of 
technology, whatever that may be. 

GF: We’re very anxious to know 
how involved you are in gaming. 

We know there’s the game 
Ectosphere, which is being devel¬ 
oped by Virgin. We’ve even 
received promotional t-shirts on it. 

CB: Yeah, I designed it. 

GF: What’s going on with that? 

CB: I think development is going 
slow. We’re making the movie right 
now; the script is being written for 
it, and it may actually end up being 
out before the game is out. 

Because I’m a techno-phobe, I don’t 
really have a sense of how it all 
works. I might be able to plug in a 
computer, but that's all I can do. I 
think of myself as the ultimate soft¬ 
ware. I’m the story man; I’m the 
image man. Just as my publisher 
wouldn’t expect me to know how 
to print my own books, I’m pretty 
ignorant of the technology of the 
movies. That isn’t to say that I 
don’t have a view on it. I have a 
very solid sense of why stories 
should be told and why images 
should be made. And that really is 
my primary concern. You know, 
why do we tell stories, or why do 
we want to be involved in other 
lives, other worlds, other states of 
mind, other states of conscious¬ 
ness... I mean that's the continuing 
question, whether I make a paint¬ 
ing, or a book, or a game, or a 
movie. The driving force, the thing 
which pushes you towards the 
business of telling the story 
remains a constant, whatever the 
form. 

GF: What is Ectosphere actually 
based on? 

CB: It’s based upon a comic book 


called “Ectokid,” which had a very 
simple idea. Given your family 
background, you know about high 
concepts. 

GF: Yeah. 

CB: This is very high concept. A 
kid, who is a young man, whose 
mother is a flesh and blood individ¬ 
ual, and whose father is a ghost. 

The resulting child is a kind of 
hybrid, in the sense that he lives in 
both the biosphere, which is where 
we are right now, and the ectos- 
phere, which is a parallel dimension, 
which is what mediums and psy¬ 
chics have always thought of as 
being a world of ghosts. 

If there was a psychic sit¬ 
ting here with us now, if a 
medium were here, he or 
she might very well be 
aware of presences 
around us which would 
not be flesh and blood 
presences; they would be 
ectoplasmic presences, 
and all she would be 
doing would be seeing 
the ectosphere. She’s 
seeing with eyes that we 
don’t have, in other 
words. This idea of bios¬ 
phere and ectosphere, is 
a kind of science, where 
particles in the ectos¬ 
phere move faster than 
particles in the biosphere. 

We can’t see them, 
because it’s just beyond 
the range of our sight, the 
way that certain forms of 
light are beyond our sight. 

The movie and the game 
concern themselves with this fellow 
who is able to pass back and forth 
between these two worlds, the 
world of the dead and the world of 
the living. 

GF: Yeah, I read a lot of the 
Hellraiser stuff... 

CB: It’s much, much less intense 
than the Hellraiser stuff. 

GF: Just touching back on the 
whole interactive software thing, 
what is your take on the whole 
idea of Hollywood merging with 
video games, as in Mortal Kombat, 
and such? 

CB: I think it’s very dubious. I 
feel as though movies are movies, 
games are games, and there are dif¬ 
ferent satisfactions that come from 
all these things. If something tells 
me the movie looks like a comic 
book, I’m always frustrated, I say, 
“Well, why?” Comic books look 
like comic books, so why have a 
movie that looks like one? Why 
not have a movie look like a movie? 
It doesn’t sound like a recommen¬ 
dation to me, to hear that a movie 
looks like a comic book, any more 
than it would seem like a recom¬ 
mendation to me to say “Well, the 
movie’s like the game.” Why? The 
game’s like the game. You know, the 
underpinning of a lot of games is 
violence, and it’s relentless violence, 
and with relatively little psychology 
attached. Now I am the last one to 
say there’s anything wrong with vio¬ 
lence, as a casual peruser of my 


books and movies will realize, but 
I’d like it to be about something 
else. It’s got to be more than a bug 
hunt, more than a kickboxing exer¬ 
cise. My problem with a lot of 
games is that it really is no more 
than that. You know, reading is a 
very important part of my life, and I 
believe it to be a very enriching 
process, a very intimate process, a 
process which will have the artist 
get much closer to the minds of 
the receiver of this information, in 
this case the reader. There’s noth¬ 
ing to compare with the reading 
experience. Now, one of the things 
that the reading 
experience does, 
uniquely, is it 
allows you to get 
inside people’s 
heads. When 
somebody’s doing 
violence to some¬ 
body else, you 
know why. If you 
deal with the sur¬ 
face of something... 
It’s one of the rea¬ 
sons why it’s very 
difficult to make 
adaptations of hor¬ 
ror books into 
movies. It’s one of 
the reasons why 
I’ve taken charge, 
by and large, of 
making adaptations 
of my own work 
to film, because the 
first thing that goes is 
the psychology. The 
first thing that goes is, 
“Why?” And what you end up with 
is violence. I think you see that in 
Steve’s (Stephen King) work a lot. I 
think you see very often the movies 
which come from Steve’s books 
leave out one of the things which 
makes these books so wonderfully 
readable, which is the human 
beings, and you end up with this 
superfice, which is about violence. 
Like I said, there’s nothing wrong 
with the thrill that we all get, the 
animal thrill, the visceral thrill, that 
we get from watching a character 
defend his or her self against the 
enemy. It’s great. It’s one of the 
things which is essential to story¬ 
telling. But we miss out on the nar¬ 
rative that leads up to that, or the 
narrative around it is so simple that 
it’s almost sort of insulting. You 
know: The girl is trapped in the 
dark tower. Get her out. Or, you 
know, you are the only human being 
on an alien planet. Everything that 
comes towards you needs to be 
destroyed. You see that all the time 
in probably dozens of games like 
that a week, right? 

GF: Yeah, a lot, all the time... 

CB: Yeah, and after a time it 
becomes a kind of mindless experi- 

GF: Yeah, I mean, we’re always 
looking. We come into contact 
with so many of these games. The 
ones that strike us are the ones 
that do use a bit of psychology, that 
take you a bit deeper into it; it’s not 



Barker’s high school 
chum Doug Bradley as 
Pin Head in the upcom¬ 
ing Hellraiser IV: Bloodline 


just rescuing the princess in the 
tower. 

CB: Right. And obviously, you 
know, there are lots of... good 
games which I am missing out on, 
though, by and large, they’re not 
story games. A platform game is 


whole revolution in the way that 
you can actually communicate to 
people. The issue is what you’re 
communicating. 

GF: Now, in terms of the movie, 
does the technology make things 
easier for you as a film director, 


“movies are movies, games 
are games, and there are dif¬ 
ferent satisfactions that 
come from all these things.” 


just that, a platform. You can have a 
better sound system, a better plat¬ 
form, a better cover for a book, but 
it’s the story that has some depth 
or some resonance to it. It doesn’t 
matter how sophisticated the tech¬ 
nology gets. The hardware is only 
as good as the software. One of 
the things I think has happened in 
the gaming business is the appetite 
has vastly outpaced the software. 

So what you have is this: It’s like 
you’re ten years into the history of 
cinema, and somebody suddenly 
spontaneously creates, in 1921, 
THX, and widescreen. But the only 
things people know how to shoot is 
trains coming into stations. They’re 
all dressed up and nowhere to go. 
We’ve got all the bells and whistles, 
and no original or interesting story 
to tell. And that’s where I think we 
have to, to some extent, educate 
the consumer. The consumer has 
been “dumbed” down to some 
extent... You know, we think of 
these things as playing pretty much 
exclusively to males, of a certain 
kind of a (chuckles) emotional vari¬ 
ety. I mean, 
we’re making 
broad general¬ 
izations, but, 
like all broad 
generaliza¬ 
tions, there’s 
some truth in 
it. I don’t 
know how 
many issues of 
your magazine 
are bought by 
girls, I’d say a 
very small 
number. I’m 
not saying that 
we’ll ever have 
a day when 
fifty percent of 
your reader- 
ship are 
women and 
fifty percent 
are men, or that these kinds of 
games are ever going to be played 
by fifty-year-old women the way 
that they are by fourteen-year-old 



Scott Bakula (Det. Harry 
D’Amour) gets the quantum 
creeps from Barker’s Lord Of 
Illusions 


with, you know, SGI workstations, 

CB: Actually, it does. My novelist 
friends who have word processors; 
their style definitely changes. And I 
think editors’ styles change when 
they get themselves in front of a 
(computer), and it’s all in the sys¬ 
tem, and you can play around. 
There’s lots of good things about 
that, there really is. I think Lord Of 
Illusions is a much better picture 
because we had access to that 
technology. But then it manifests 
itself in the sound system as well, 
because it’s amazing how it makes 
the work so much faster and so 
much richer. The music for Lord Of 
Illusions was dubbed, was put 
together, was roughed out, on a 
computer, so before it goes to 
orchestra, you at least get to hear it 
in some form or other. I would be 
the last to denigrate the need or 
usefulness of those things. I come 
back, like a broken record, to: it’s 
only as good as the story. If you 
end up using that technique for 
what you're trying to do, then more 
power to you, actually. I 
mean, that’s really 
important. 

GF: Going back in 
your career to films 
as early as Hellraiser, 
they were obviously 
lower budgets, and I 
know there wasn’t a 
whole lot of comput¬ 
er technology... 

CB: I don’t think 
there was any, actual¬ 
ly 

GF: Do you feel a 
lot is lost, you know, 
filmmakers get so 
wrapped up in the 
technology that they 
lose much of the 
actual directing... 

CB: Well, Lord Of Illusions 
is still a very cheap movie, 
so I’ve never made an 
expensive movie. I’m waiting. You 
know, Lord Of Illusions is an eleven 
million dollar picture, it’s one of the 
cheapest pictures that has come 


guys, but I would like to think that if out all summer, of genre pictures. 


the medium has any chance of 
maturity, then it’s going to have to 
mature into other areas. It’s going 
to have to, just as the cinema did. 
You know, we are at the very infan¬ 
cy of a whole revolution in the way 
that you can tell stories, and a 


There’s very little computer stuff, 
but what there is, you know, I tried 
to maximize... You certainly give up 
control, there’s no two ways about 
that. I had a wonderful bunch of 
CGI guys, on the show, producing, I 
think, really wonderful stuff, but, at 
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the end of the day, it’s as good as 
your vocabulary describing it and 
what they, sitting in front of a 
screen, can dream up. And the audi¬ 
ence, they have expectations, they 
have needs... They come in, they say, 
“Okay, do it one step better than it 
was done last time.” The danger is, 
that you end up so obsessed with 
technology that the movie is stuck 
in a kind of time warp. An example 
would be, like T2, for instance, which 
is, for me, a time warp movie, 
because it was the first time I ever 
saw that technology used as bril¬ 
liantly as it was used. But now it’s 
like,“Eyeh” (like, “Big deal...”), 
because you see that stuff in ads all 
the time. 

GF: Horror movies have always 
been my favorite films, and I feel 
that, in the past couple years, there 
have been a lack of really good hor¬ 
ror films, and it worries me. I’m 
wondering where the future’s going 
to be, because it’s less and less 
about the stories, and more about 
the technology, about the software. 
You know, you’re right, without the 
adequate software, what is the hard¬ 
ware? It means nothing. 

CB: The real horror story is the 
audience. Movies are expensive. 
Even cheap movies are expensive. 
You are answerable to the people 
who put the money in to make the 
movie in the first place. What 
you’re looking at here, this version 
we’ve got here is eleven minutes 
longer than the theatrical version. 
And it’s my version. It’s basically 
eleven minutes of story. We had to 
take eleven minutes out, because 
the audience said, “Get to the 
effects! Get to the effects!” One 
of the first things to go, then, is dia¬ 
logue stuff, character stuff. 

GF: I remember at last year’s 
Fangoria, you were talking about The 
Crying Game, and how they’d done 
that entire thing, you had submitted, 

I think, a script, or something... 

CB: For The Mummy. 

GF: Yeah, The Mummy, and it was 
the same line, at the end, you know, 
the woman is a guy, and that’s such 
a great story. So, I agree, the movie 
studios are raping and pillaging... 

CB: They’ve always been conserv¬ 
ative, and part of that is a function 
of the fact that movies are expen¬ 
sive and they want to communicate 
to a large number of people. My 
favorite directors, the directors I 
model myself after, are people who 
make strange, quirky, personal 
movies. David Cronenberg... whose 
pictures don’t make a lot of money, 
by and large. I think Cronenberg’s 
really only had one movie which 
ever did very serious business, 
which was The Fly. Otherwise, 
David’s pictures don’t make a lot of 
money. And one of the reasons why 
they don’t make a lot of money is 
because they’re so, they’re so David. 

GF: It screams him, no one else. 

CB: And no one else. I’d like to 
think the same would be true of my 
pictures. You know when you’re at 
a Clive Barker movie. You might 
not wish you were there, but at 


least you know you’re in one. You 
know when you’re at a David Lynch 
picture. A lot of the big summer 
pictures, and a lot of horrible little 
pictures as well, you don’t get a 
sense of, you know, what the person 
believes about the world, and that’s 
one of the reasons why we go to 
art, whether it be a book, or a 
movie, or a painting. By and large I 
don’t think you have a sense of that 
in modern horror movies. I think 
that’s true of modern science fiction 
books, as well. 

GF: One of my favorite times is 
when I’m reading. When I’m read¬ 
ing one of your books, I’ll try to 
envision a scene. I’ll stop and put 
the book down, trying to imagine 
landscapes, and I’ll try to imagine 
characters, what they look like... To 
me that’s such joy. So I’m always a 
bit “iffy” when books become films, 
because sometimes they’re such 
great books, you don’t want to ruin 
your personal images. 

CB: Oh, I agree. I’ve adapted 
short stories so 
far. I’m much 
more anxious 
about the adap¬ 
tation of large 

movies, because 
there’s no ques¬ 
tion that you 
lose a kind of 
intimate rela¬ 
tionship with 
the images. You 
said you read 
“The Great And 
Secret Show,” 
and if you 
decide to walk 
down to the 
shores of 
Quiddity, it’s 
your Quiddity. 

GF: Yeah, it’s 
so personal. 

CB: Exactly. Only yours... You 
know, we could do Quiddity with 
CGI... 

GF: But what personal level is it 
on? 

CB: It isn’t, exactly. It becomes a 
function of a very particular vision. 
By and large, I agree with you. I 
mean, I share the concern. And yet, 
the number of people that'll say, at a 
signing, they loved “Weaveworld,” 
when’s it going to be a movie? 

GF: Yeah, I’ve heard a million peo¬ 
ple saying that. 

CB: Thank you. It’s almost as 
though, in our culture, books are 
thought of as being eggs, and the 
fully grown animal is the movie, 
which is not the way I think of it, at 
all. I think, actually, it’s exactly the 
reverse. 

GF: Yeah, you know, when I was at 
the convention, I wasn’t interested 
in what films were coming out. I 
was interested in the books that 
were coming out. Because, to me, a 
movie lasts an hour and a half, but 
the book will last so much longer 
and it’ll take you on such a personal 
level. 

CB: The truth is that Fango’s a 


slightly strange atmosphere, in the 
sense that it’s primarily moviegoers. 

I mean, the magazine covers are 
essentially movies, and a little bit of 
books. (Interviewer’s beeper goes 
off) Are you being beeped? 

GF: Yeah, sorry. 

CB: Don’t worry, just take it out 
and shoot it. It’s Friday! Come on! 
We’ll throw it in the pool. Fango is 
a particular example because Fango 
is so movie-driven. They’ve been 
wonderful, those guys. It’s great, it’s 
a really great atmosphere. 

GF: I’m really excited about “Thief 
of Always,” because you’re making 
an animated film out of it. You 
know, if you had said live action, I 
would’ve turned and walked away. 
Who’s doing the animation? 

CB: It’s a company called Nelvana 
out in Toronto. I am, uh, cautiously 
optimistic, because there’s so many 
processes that can go wrong, that 
can sour the film. I’m a huge ani¬ 
mated movie buff, and I love that 
book very much. So, I’m watching 
over it. I mean, 
you see people sit¬ 
ting there, drawing 
the characters... 
There’s only so 
much control that 
you have, under 
those circum¬ 
stances. It’s not 
like a movie where 

down with a cos¬ 
tume designer, you 
know what I’m say¬ 
ing? It’s two hun¬ 
dred and fifty peo¬ 
ple in a factory 
somewhere, draw¬ 
ing. So it’s much 
more out of my 
hands than a regu¬ 
lar movie would 
be. Meanwhile, I’m 
writing more 
books, because it’s great fun to 

GF: What do you have coming 
out? 

CB: Well, “Incarnations” we spoke 
about, which is the book of plays in 
December, and then in January 
comes Lord Of Illusions in the proper 
form, the director’s cut, the version 
I'd really like you to see, then in July 
comes the new book, “Sacraments,” 
which is rather large... A book with 
a gay hero, a book with a very com¬ 
plex mythology, I love doing those 
things, and a book which actually 
returns me to England, and up to 
the Hebrides, which are the islands 
off the west coast of Scotland. I 
was up in the Hebrides, from the 
age of nine, pretty regularly, since I 
had an aunt that lived up there, so 
I’ve actually revisited that. 

GF: When is the continuation to 
“The Great And Secret Show”? 

CB: The final? I’m pedaling as fast 
as I can! Those books are an eigh¬ 
teen month commitment, and I have 
to feel as though I’m ready. I think 
probably I will start it in about 
three years, so I’ll have it out in 
about four. I know that seems like a 



144 


long time, but they’re big things... I 
know exactly the story I need to 
tell. I know how it finishes. But, it’s 
obsessive. Once you start that 
large scale stuff, your life becomes... 

I mean, my life right now, on 
“Sacraments,” is seven days a week, 
from 8:30 in the morning, I’ll finish 
at like 9 to 10:30 at night. You 
know, I have house guests next 
door, and I haven’t seen them. We 
squeezed this half hour in, having 
planned it a great distance, because 
it’s all about the ticking clock when 
I go for the really big ones, like 
“Imajica,” or “Everville,” or “The 
Great And Secret Show.” 

GF: One of the things I love most 
about you is that I know how much 
you care about your fans. It is the 
most evident thing, at Fangoria, 
when I saw three or four hundred 
people, and you deal with each per¬ 
son on such an individual level, and I 
just kind of stood back and 
watched, and it was the greatest 
feeling, having kind of an idol, who 
takes that time out, and, you know, 
who feels for his fans. 

CB: I’m almost uncomfortable 
with the word “fan.” I think our 
relationship, the relationship I have 
with my readers, is more intimate 
than that. “Fans” implies some sort 
of strange distance. You know, the 
thing and the thing that admires the 
thing. And I don’t see that at all. 

The thing for me is that my art, 
whatever it is, whether it’s writing a 
book, or painting a picture, or mak¬ 
ing a movie, is irrelevant without 
these people. That’s what this busi¬ 
ness is about. It’s not about my sit¬ 
ting here, finally... I work for eigh¬ 
teen months, but the book doesn’t 
mean a thing until it’s in somebody 
else’s hands. It’s got to be for 
everybody else. It’s about sharing 
your beliefs about the world. You 
know, at Fango, I get a little wierded, 
’cause there’s so many people, but I 
am determined that if somebody 
waits in line, the person who’s the 
four hundredth in line is owed 
exactly the same courtesy and 
response as the first. 

GF: I watched you give it to them, 
it was such a wonderful thing. 
Because I’ve met a lot of people 
who don’t care... 

CB: I know, I hear about that, and 
I don’t get that. I really don’t get 
that. I think, if you’re going to do a 
signing, well, for god’s sake, respect 
the people who’ve waited in line. 

Or don’t do the signing. I mean, I 
know this one who won’t allow the 
people to come and shake his hand. 

I mean, why? Unless you’re setting 
yourself up on a pedestal, which is 
bull. 

GF: I saw you drawing this great 
picture on this girl... 

CB: Oh, yeah! I’ve illustrated 
parts of men and women’s anatomy, 
who were not always sober. You 
know, it’s one of the upsides of 
doing signings. People present you 
with flesh! 

GF: On that note, thanks Clive, it’s 
been a pleasure. 



ENTER ME TODAY, HERE’S MY ENTRY FEE: 

□ ($3.00) Computer Contest 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


WORD LIST and LETTER CODE chart 

PINCH.W PRESS.K BLAST.A WRECK.D 

BREAK.Z PUNCH.S SPRAY.C TURBO.V 

STOMP.T STAND.R PRESS.E DREAM....O 

CRUSH.I SCORE.H SLANT.L CHASE.P 


of the U.S. 


‘ © 1995 Pandemo 
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Ooh, a new era of Gall Force ! The original was 
mediocre at best, and the producers evidently didn't 
seem to view the sequel as a chance to improve upon 
their mistakes. 

This time, our heroines are a bunch of women (all 
named after precious and semi-precious stones) appar¬ 
ently chosen at random, and sent into space at the 
last second before GORN, the malevolent computer 
entity of the original, turned all of the world's defense 
systems against the world's inhabitants. It's hard not 
to like such an ambitious plot line, and the ensuing 
bloodbath was quite cool. Unfortunately, it's down¬ 
hill from there, as one tries hard (and fails) to care 
about a bunch of yippy, poorly-drawn anime girls and 
their predictable almost-barely-last-possible-minute 
escapes from every enemy attack. I even found 
myself praying that something really, really nasty 
would happen to Pearl, who has the single most 
annoying anime voice ever. 

Hopefully, the series will pick up when they land at 
their mysterious destination, and restart Earth's cul¬ 
ture anew. Until then, it's one you just might want to 
pass on, unless you really go for high-pitched voices 
and gratuitous shower scenes. 

by U.S. Manga Corps, Vlms.l&2 available now 
50 minutes, subtitled. 


EN 

Four brothers, gifted with the power of legendary dragons, 
are being targeted by a mysterious old man who wants their 
powers for his purposes. He starts out subtle, tapping their 
phones and monitoring their movements, but by the end of 
the 2nd collection, the brothers are mustering all the super¬ 
natural power they can to rescue abducted relatives and 
escape elite military forces. 

The villains, members of huge corporate conspiracies that 
lurk in the shadows of the world's economy, have virtually 
unlimited political and financial power at their disposal. But 
the brothers have a power far more awesome, that the 
world's power brokers will do anything to get. 

The first Sohryuden collection (1 1/2 hours per tape) is an 
interesting change to the usual fantastical sci-fi fare, but the 
enemy plots get ridiculously outlandish by tape 2. Although 
the animation was pretty cheap, the mysterious backstory 
did keep my interest for a while. Not a bad choice for those 
looking for something a bit heavier that usual. 

by U.S. Manga Corps, Vlms.l&2 available now 
97 minutes (2 episodes), subtitled. 


5 

2 
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Episode 3 of Cyber City is finally Benten's chance to shine, in 
the first episode of the series to focus on everyone's favorite gen¬ 
der-confused Cyber Policema... er, worn... um... officer. Actually, 
this is the episode where we finally learn Benten's gender and sex¬ 
ual preference, and that alone would make this one a must-see. 

Benten's pretty much on his-or-her-or-its own this time, investigat¬ 
ing a series of Vampiric murders on genetic researchers. The action's 
intense, the animation is very high quality, and (as can be expected with Benten) there are 
plenty of rose petals fluttering about. 

The 3-part series, featuring violent criminals-turned-peacekeepers trying to solve a 
variety of crimes in the year 2808, comes to an end this month, and I'll be 
sorry to see it go. It's unfortunate that it was never picked up as a real series in 
Japan, and the characters never got to develop as they should have, but it's good 
that they saved a quality episode like this 
one for its much too early swan song. 

U.S. Manga Corps, Vlm.3 available now 
minutes, subtitled. 

























Earlier this year, U.S. Manga Corps 
made 


up Lodoss 

War, the pinnacle of fantasy-based anime quality. This 
month, the 13-part anime series (which is based on a series of 
novels that are based on a popular Japanese pencil + paper 
RPG) comes to its final, dramatic end. 

In Volume 5 (Episodes 10 & 11), Parn, Deedlet, Kashue, and 
their new-found mercenary friends must invade a live volcano 
in search of the Scepter of Domination, and cope not only 
with the dragon guarding it, but Ashram and Pirotess as well. 
Volume 6 (episodes 12 & 13) chronicles the final battle 
between Parn arid co., Kardis, Ashram, the Marmo, Karla, and 
every other warring faction of this deeply troubled land. 

As can be expected of the Lodoss series, the animation quali¬ 
ty, sound, and translation are all superb. The finale is kinda 
cheesy, and surprisingly lacking in the wild plot twists that 
characterized earlier episodes, but is definitely not lacking in 
drama and suspense. If you've been following the Lodoss 
series loyally, this is definitely something to look forward to. 
And if you're not yet familiar with the happenings in Lodoss 
Island, you're missing the ani 
by U.S. Manga Corps, 

55 minutes (2 episode: 


"Evil forces are at work in the world, and the one person who 
can stand against them is a high school girl!" With a quote 
like that on the back of the box, I really wanted to hate Zenki. 
But despite the slight aftertaste of something done many, many 
Zenki has a ton of good ideas, a great storyline, 
I've ever seen from a made-for-TV 


Chiaki, high school student and descendant of a famous 
Japanese priest, was in deep paranormal trouble when her 
grandmother summoned the great demon lord Zenki to save 
her. The great demon lord, however, turned out to be nothing 
more than a kid (who bears a striking resemblance to Astal), 
until Chiaki's power combined with his to form a demon with 
the power of a god. Once Chiaki was saved, Zenki, free after 
800 years of imprisonment, showed no interest in returning to 
the underworld. In fact, he can gain total freedom by killing 
Chiaki, but Chiaki's bracelet keeps him under control, and if 
he misbehaves, he's back to being a powerless kid. 

Extra big kudos to Software Sculptors for not only snatching 
up this brilliant series, but also for managing to translate and 
release these episodes less than a year after their Japanese pre¬ 
miere. Every other anime series on this page, though brand 
new here, was released in Japan no more recently than 1992! 
With a full 90 minutes (3 episodes) of content per tape, I eager¬ 
ly await the next installment. 

by Software Sculptors, Vlm.l available now 
90 minutes (3 episodes), subtitled. 
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PlayStation 


CHRISTMAS COSTS 
LESS WHEN YOU 
ORDER FROM... 



PACKAGE INCLUDES: 

•PlayStation game console 
•1 PlayStation controller 

• Kileak The Blood 

• Macross Plus Anime 

• Your choice of: Ridge 
Racer or Toshinden 


Head For Saturn & 

Save At Diehard Gamers Club 

SEGA 8ATIRN 
PUS 2 GAMES 
AND A FREE GIFT 

PACKAGE INCLUDES: 


OVERNIGHT DELIVERY! • COD'S WELCOME! • CALL NOW! 












OVERNIGHT DELIVERY AVAILARLEI! FAX YOUR ORDER: 

818 - 865-2595 

INCLUDE YOUR PHONE# 


IMPORT MAGAZINES 




The PlayStation 
Saga Saturn Fan 
Sega Saturn 
Famitzu 
Hippon Super 


39.99 U.S. SONY PLAYSTATION 

89.99 
89.99 


X-men 

Universal Converter 

Vampire 

Sega Rally 


NEO GEO CART 


King Of Fighters ’95 

Pulstar 

Metal Slug 


Warhawk 
Tekken 
Twisted Metal 
Destruction Derby 
NFL Game Day 
Philosoma 


JAPANIMATION 

Macross Plus Vol. 4 19.99 

Ninja Scroll (dub) 14.99 
Fatal Fury The Movie (dub)18.99 
Macross Plus Vol. 3 (dub) 16.99 
Record of Lodoss War 5 29.99^ 
Ghost In The Shell 


DOMESTIC 3DO 


stums 


Captain Quasar 


Darius Gaiden 
Toshinden 
Guardian Heroes 


NEW IMPORT MUSIC CD’S 


U.S. SATURN 


Panzer Dragoon “Dram” 49.99$ 
King Of Fighters '95 (orig) 44.99, 
Fatal Fury 3 44.9* 

King of Fighters '95 (arranged) 
44.99 


ALL IMPORT ADV./RPG’s INCLUDE: 
FREE FULL ENGLISH TRASNLATONS 


Sega Rally 
Virtua Cop 
Skeleton Warriors 
Virtua Fighter 2 
Earthworm Jim 


BUY ANY RPG AND RECEIVE FREE TIPS 
iAND STRATEGIES OVER THE PHONE! 


SUPER FAMICOM 


Mario RPG . 

Secret Of Mana 3 
Romancing Saga 3 
Tactic Ogre 

Front Mission/Gun Hazard 
Dragon Quest VI 


IMPORT SONY PLAYSTATION 

JrThe Hunt 89.99 

'Beyond The Beyond 94.99 

Ridge Racer Revoluttion 89.99 
Dracula X 89.99 

Reverthion 89.99 

Hermie Hopperhead 84.99 

Metal Jacket 69.99 


Revenge 


Darfete 


MEGA DRIVE 


Alien Soldier 79.99 

Yu Yu Hakusho 84.99 

Rockman Wiley Wars 79.99 


VIRTUAL BOY 


Mario Crash 
Jack Brothers*-' 


Double 

Disj^Sa 


All specials geod through 12130135 


http://diehard-gamers.com/clut 
email: diehard761 ©aol.corr 



Soul £dae bu - The biggest news at the JAWMfl show , 

=» =» was far and away Namco’s stunning I 

System-11 game, Soul Edge. If this is what it looks like on the PlayStation (and it 
should, as System-11, the hardware that powers Tekken and Tekken 2, is little more 
than a PlayStation in an arcade cabinet) then... ack! I don't even want to think about 
it. The characters are beautifully rendered, gouraud-shaded fighters, all heavily 
armed and equipped with special moves, combos ("vividly violent ultra-flashy hyper 
combos,” according to the Soul Edge brochure distributed at the show) parrying tac¬ 
tics, and special locked weapon counterattacks. All of the action takes place on 
amazing 3-D backgrounds, (all with morning, sunset, and night versions), from amber 
fields of polygon wheat to a spirit-infested Japanese shrine. The 8 characters (8 fin¬ 
ished, more on the way) show a wide variety of styles and backgrounds, and the 
music's terrific. Even by Namco’s standards, Soul Edge is unbelievable, probably the 
most astounding 3-D game of all time. 


Fighting Vipers by 


Viper's near-future combatants-can break each other’s armor and battert 
ho ards and g uitars. The backgrounds are AM2’s best yet, and the 3-D is dramatic and fast. 


ifeky Target by) 


trols exactly like Afterburner 

on ultra high-spec 3-D hard¬ 

ware. That’r|lafM0|gjM 


ky Target!,-' 


Dirt Dash bu - ,WBC0ri, l 5 

courses to 

speed through in this one, including dizzying mountain ridges, 

blizzard-swept tundras and lush tropical jungles. A wide variety 

of sports cars and pickups to choose from make the most of the 

pop-u p tree, va riable terrain courses. Flawless. 
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y. * 


Welcome to Japan’s largest arcade exposition, the annual 


Amusement Machine Show. Held September 13th to the 15th 
at the massive Makuhari Messe in Chiba, the AIVI show drew 
huge crowds of arcade-goers, reporters from virtually every 
Japanese game magazine, arcade operators, and, of course... 
GAMEFAN. As always, the AM show was dominated by Sega 
and Namco, with Capcom a close third and companies such as 
Konami, Atlus, and SNK tagging along behind. 


































Virtual On by 


The most innovative game of the show, flM3's first fighting game combines robotic combat with 
Cybersled-sized courses and an emphasis on projectiles. It it plays as good as it looks, this could be a 


. uUUIoca ami ail CitiJJimoii Ull |JI UJtUilllOd. II 

iiiiBe hit. Finally, something d ifferent, VO has robol designs by the original Gundam mecha designer. 


Manx TT by 


" The logical 
next step from 
Sega Rally, MANX TT (current¬ 
ly, it is but 4D% complete) 
has good 3-D, still a bit of 
pop-up, and, as promised, 
‘faithfully reproduces the 


: laiiiiiuiiy icpiuuuocd (lie 

heat of British motor sport. 


Sneed ( no bu r - The most entertaining part of 

■ Av'.'J.y u y the show was camping out- 

I side of Konami’s booth and watching dazed businessmen stumble out of Konami’s R- 
360-like Speed King. This ultra-fast high tech driving game’s car pod instantly 


"■ 3-player Rockman/Megaman (at left) arcade game, which 
has 3 massive levels, each based on various Megaman games, and 18 bosses. 
Capcom was also showing 19XX (at right), from their overhead WW If shooter 
series, and Toshinden 2, which they're now distributing. Toshinden 2's looking 
pretty good, but I can't believe it actually has the "special move buttons” that 
the PlayStation version had. (Yes! In the arcade!) 

Konami had some exciting news lor Gradius Ians * 

(wow, how long has it been?!). Life Force II is com- mm. M Mr 
ing, and Vic Viper (the name of the Gradius ship) is a j ilFf | F "vr 


first-person driving/fiying/shooting game. Finally, 
Atlus had Power Instinct III, and SNK had absolutely 

- 7T ^ -, r --NOTHING. Geez, and 

,• Samurai Spirits: 

, Zankuromusoken, other- 

. .\ /' .) wise known as Samurai • 

1 ' : ■■#>. £ » . IShodown III, is supposed 
* . to be out on home systems 

.tonDecember 1st. What's 
-—— - L -• going on there? 


The Dragon Quest. 


Nintendo, Square, and a 
Japanese Internet provider 
and business software maker 
called Just Systems have 
joined forces to bring a 
modem-based network to the 
Ultra 64, known in Japan as 
the Nintendo 64. Very similar 
to the Family Network (for the 
8-bit Famicom) in the 80 s, 
this service will offer vs. 
games, online shopping, and 
karaoke. • _ 


That’s right... the Dragon Quest ballet, 
based on the multi-billion selling 
game series Dragon Quest (Dragon 
Warrior in the U.S.j opened to a 
packed house at Tokyo’s Melpark 
Hall on September 21st. Performed, 
by the popular Stardancers Ballet 
Group, the story in this DQ is original, 
although Torneco/Taloon from DQIV 
plays a main role. The music, of 


! 1 >~j(i *1 < j :\ jltagc 270 . 708 j[ I tm "i 

tl._ .~--affieri_ -x __ Finally, shots ol the Samurai Shodown RPG! Known as Shinsetsu Samurai Spirits; Bushido Retsuden in 

1 samurai, snuac . Japan, this is the third CD-only Neo title, and it looks to be amazing. There are three scenarios, with 

the first two based on Samurai I and II, and the third follows an uriginal storyline. You begin the game by selecting your main character from six possible choices: 
Haohmaru, Galford, Nakoruru, Geniuro, Cham Cham, or Ukyo. All the other Samurai characters will join your party at some point, and characters from III will also 
make an appearance. Look at the red-haired ninja in the lower-left corner... Is he a new character? SSS:BR comes out in early ’96, we'll keep you posted... 













If you call up Square USA and ash when Secret el Mana 2's coming to the States, 
they'll tell you it’s really not a very good game at all, and their home-grown 
r , * - c effort Secret ot Evermore is light-years better. I'm here to tell you that this , 

absolutely isn't so. Evermore is far from a bad game, but Seiken Densetsu 3 
, ; (The lirst game in the Seiken Densetsu series was on the GameBoy, and 

made the Iourney here as Final Fantasy Adventure) makes it look dated, 
with tar superior graphics, gameplay, music and storyline... this is the v 

true successor to Secret ot Mana. _ 

rj 45, _ When you hegin Seiken 3, you choose three out ol six available charac- ' 

ters. While your choice has no real bearing on the course of the game, 
certain minor storyline elements will change. The characters you did not 
tavor, however, don’t just disappear - you'll encounter them during at various 
times throughout the adventure. Each of the players has his or her own back¬ 
ground storyline and a reason to tight: Uuran wants to class-change (more on that 
later) so that he can defeat a wizard from the Magic Kingdom Althena that invaded his land, 

Hawkeye was framed and thrown in jail by the person that kidnapped his true love, and Kevin was lorced 
to kill his pet wolf Karl by the elders ol his country, the Beast Kingdom. 

In Seiken 3's back story, the six main kingdoms ol the continent are thoroughly immersed in war. 

Since each player character hails from one ol these countries, it’s nearly impossible to have a 

party containing characters who don't hate each other's guts, but no matter who you choose, your 
- characters will always find a way to work out their differences, 

■ , often quite lamely. ("I’m searching lor a royal wizard Irom 

* •*►:? 'f * i Althena... he killed my compatriots and razed my land.'"’Why, 

T? I tT, % I'm the princess ol Althena, hut l don't like the particular wiz- 

IT 4 ■ ard you mentioned.” "Oh, OK! Let's journey together!") tW \ 

11 By lar the coolest feature ol Mana Z is the Class-Change System, the 

11 I latest in a long line ol "Systems” with crazed English names that are featured in f _ ■ ' . . ,• 

■ | nearly every Japanese RPC. This particular System allows you to loliow the path flstija , v* 

H 1 nf Light or Darkness, each ol which contain three subclasses. Each time you 

■ . Jj change class, your appearance changes, you gain special attacks and the \;|R * * 

^ "5 weapons you can equip change. Once you've ciosen either Light or Darkness, Jp, Jl® | 

L there’s no way to go back, hut once you've reached the height of either path, w 

• there’s a way to go sideways, so to speak... Uhfortunately, your path choice -f ; 

has no significance in relation to the storyline; Wouldn't it be cool it there 

were towns and locations that only BfflTcharacters could enter, and if you set 
loot In a town aligned with Good you'd be driven out, or forced to light? 

Perhaps in the next game. 

' My biggest complaint with Seiken 3 is that will the Neo Motion Battle 
System (There's that "System” again) the 
emphasis has largely been taken oh ol "Action”, 


and placed much more heavily on "RPG." You no longer have much control over 
your character... in (act, il you're lacing to the right and an enemy's above you, JFt 
you'll hit him. Lame! You can even hold down the A button tor totally automatic AM 
battles. At least the ineltective charging feature ol the previous Mana's been 
replaced with a much cooler system, in which you charge by simply 
striking enemies and unleash your special attack by pressing "B." frl jy 1 * 
As you can see, the graphics are jaw-droppingly gorgeous; there is 
no scene in Mana that looks poor or even average, and the biggest graphic 
problem with recent Square SNES games has been more-or-less solved: Nothing 
moved. No foliage blew, no banners Muttered, no waterfalls crashed... now everything 





moves. Every blade of grass aod tioy flower moves, shockiog, traospareot color-cycling 
t streams aod rivulets abouod, molteo lava flows realistically arouud volcaoic rock, aod every 

object casts ao actual, traospareot shadow. Many of the more gorgeous sceoes are still stal 
ic, but simple sauoteriog about the couotryside will be met with much joyous motioo. Seikeo; 
is also fraught with iocredible spell effects, as io every Square game of late. Woefully, mauy 
of these cause uodue flicker aod the occasiooal total disappearaoce of objects. Coosideriog 
how powerful the rest of the game is, io terms of art aod souod, ooe olteo forgets that the 
programmers are workiog with a system that has the processor speed of the IVIES. 

As is to be expected, the familiar Hiroki Kikuta tuoes are excelleut for what they are, but 
he seems rather limited (as do all Square musiciaos, lor that matter) wheo compared to 
Nobuo Uematsu, who's back io game music... yes! Kikuta does try some oew stuff, like 
"Lefthauded Wolf," a tribute/rip-off of Fioal Faotasy VI track "Devil's Lab." Speakiog of 
track oames, here’s a sampliog of some of Maua’s wackier ooes: "Persoo’s Die," , • m 
"Female Turbuleuce," "Oh! I'm a Flamelet," "Hope Isolatiou Pray," "Axe Briog 
Storm," "Straoge Medicine," "Splash Hop," "Faith Total Machine," "Black Soup," “ 

"Religion Other," aod my personal favorite. Damn Damo Drum." Eveo if Maua's . S/ .' </ « 

music isn't the best-composed music ever on SHIES, it's easily the best sound dri¬ 
ver programming I've ever heard. Hidenori Suzuki is to be commended. < / 

If you were a fan of Secret of Mana, you owe it to yourself to experience .« 

this godly game, despite its few trivial flaws. Unfortunately, Square has inserted , 
their little Gaijin Protection, as they do in every game: In this case, you have to 4' ^ mpr ( 

read a number of books in a certain order in a ghost ship. Because I'm C w , * ’ &0, 

bitchin’, the order is Right, Left, Middle, Left. There. Now you have no 


Mana's unique class-change system allows you to choose one of two paths; 
light or darkness. Each path comprises three classes. Depending on which 
class you choose, your appearance changes, the weapons you can equip 
change, and your spells and abilities differ from class to class. Below is the 
class-change flowchart tor the hero, Duran: 

V El . tv 












Unfortunately, my favorite feature of the original 2 j 
Romancing Sagas has disappeared from the third, or 
] at least that’s the way it seems in the preview version 
)we received. In the earlier ones, you picked one char- 
jacter out of 8 or 10 selectable, and began your quest 
jwith them, in their hometowns. Some characters met 
j other characters, and some didn’t, but each quest was 
Jits own unique adventure, and I remember all the fun I 
I had playing the original for a few hours as each char- J 
J acter, just to decide which one I liked best. You still i 
j choose from 8 in this one, hut all 8 already know each j 
1 other and meet up in the first 2 seconds of the game, \ 
land decide to join forces. I can only hope they split up 
or something, or it'll be a pretty pointless feature. \ 























SFC * by Quest • Megs v_^ 

Simulation • Avail. Now Japan 

Quest has finally released the long- 
awaited seventh chapter of their Ogre 
Battle saga (chapters 1-4 and 6 seem to 
exist only in the minds of the series' 
creator, of course), and it’s time to see 
what tool! so friggin’ long. Actually, the § 

2 years of time do shine through; the 
game is full of tiny little details, free of 3 
glitches, and runs, animates, and plays 3 
incredibly smoothly. Little bonuses, like KSi 
the tutorial mode and ability to have Ej 

your army fight little practice battles 
g. againsteach other also show the atten- 

'£ * , / There are many strategic elements to 

3 *5 - u Tactics, but not so many that the game 

p -V •-? - <• gets bogged down with them. You can 

** -i v, hire an army, name them, equip them 

•s t with various weapons and spells, and 

. .- then send ‘em oft to battle. They can go 

g up ,evels < change cesses, and die, > 

r- i 'r^ sometimes permanently, during thjr 

turn-based combat scenes. 

Believe it or not, Tactics Ogre delivers yet another amazing CD-paffly, bril¬ 
liantly composed soundtrack. The composer is definitely in good company on 
these pages, as every game in this month’s RPG special pushes the Super 
Famicom’s sound capabilities to the limits. I cannot believe what good music 
the SNES is putting out these days! 

Tactics arrived too late for a full review, but you 
can look lor much more next month. But RPG/strat- <■ n „ 
egy tans shouldn’t wait, because I can already tell 
that Quesj ltas another winner on their hands. 

There, are jiftt way too many good Super Famicom 
RPfis this month, but hey, as Tactics , 

Ogre's subtitle advises, “Let us 4k» » 

Cling Together!” And that’s 

always good advice, but , 3 \ 

especially in these 
troubled times. 




Impart and American * 

Playstation 

andSaturn 

Now you can buy at the lowest 
unbeatable prices.Think of it! * 
Saving $10, $20 or more on 

each and every game you buy. 

There is only one call you 
need to make in this universe 
and that is ★ 


Universe'lfideo‘Ganies 

Light Years lead Of The Competition With Doiun To Earth Prices 


PlayStation W “ 

Street Fighter 2 Movie Mortal Kombat 3 Free universe sprim 

Ridge Flacer Revolution Horned Owl Adapter with purche 

Kings Field 2 Power Instinct 2 an v ps Sotare - p| 

Alone in the Dark 2 Sidewinder ps Game any ps 


^?SBG^/OTJRN 


Dragon Ball Z WF Wrestlemania GP '95 

Golden Axe-Duel X-Men Primal Rage 

Sega Rally Virtua Dop Solar Eclipse 


* Guaranteed* 

Lowest Unbeatable Prices In The Universe 

On All Import Games, Systems And Accessories. 


Saturns • Saturns • Saturns 

Saturn Universal Converters now available. Play 
American and Import Saturn CD’s on any Saturn System. 
Limited quantities, call now!! 


Mastercard and VISA accepted 


Instant cash for select systems and games.* 

We carry a complete line of games 
and accessories from around the world. 

Playstation, Saturn, NEOGEO CD, 3D0, Jaguar, 

★ SFC, MD, PC Engine and more. ^ 

* Call for overnight delivery. 

Monday-Friday 11 am-8:00 pm EST 

919-872-2440 FAX 919-872-6701 ★ 

Dealer and Wholesale Inquiries Welcome. 













A NEW Kl Arcade Game... 

Recently a friend of mine at Rare let 
slip that Rare was planning to return 
to the arcades this DECEMBER with a 
new fighting game. As we all know 
Killer Instinct 2 will be coming out 
exclusively for the Ultra 64 home 
system this April, so what could the 
new coin-op possibly be? After push¬ 
ing further, my source let the bomb 
drop: The new game is an upgrade 
for operators who bought a Kl 1 
arcade cabinet. The new game will 
somehow use the old hardware in Kl 
1 (including the board and hard 
drive), but it will be a new Killer 
game and won't have anything to do 
with Kl 2! 

...AND Kl 2 Info! 

After this astonishing revelation, I 
dug further and found out more info 
on the big sequel itself, Kl 2. 
Nintendo is making sure that Kl 2 will 
be available at launch for the 
American release of Ultra 64. The 
game will be 64 megabits, but the 
actual size of the cart before com¬ 
pression is astonishing. Kl 2 before 
compression is going to be around 
3000 megabits. Rare has told me 
they have developed standard-set¬ 
ting. 30-to-1 (or greater) NU64 com¬ 
pression routines. Of course, if 
you’ve been reading other maga¬ 
zines’ reports on the Ultra, most 
developers are claiming 64 megabit 
carts are inadequate compared to the 
540+ megabyte capacity of CD’s. 
Well, someone should give Rare a 
call, because they seem to have no 
problems. An uncompressed 3000 
megabit cart equates to 375 
megabytes of data, or 69% of the 
data of an uncompressed CD game... 
not a bad trade-off when you consid¬ 
er ZERO loading time, huh? 

In other Rare news, Goldeneye (the 
new James Bond movie-to-game 
translation) was scheduled to be 
released right around the time of the 
Ultra launch in April, but sources at 
Rare have hinted the game might be 
pushed to Summer '96. 

Ultra Titles at Shoshinkai 

We are now officially one month 
away from the Shoshinkai show, 
where the Ultra 64 (called 
Nintendo64 in Japan) will debut. We 
have some hot info on the first 
games, but before we start, remem¬ 
ber. you read it here first! 


Okay, here we go! The first 
title is Mario64, which is the 
official name right now but 
could change. Mario64 is 
currently 85% complete and 
will be on display at the 
show. The latest Mario 
sequel is said to be 64 megs 
and word has it that 
Miyamoto himself has been 
working on this project since 
December of 1993. 
Miyamoto has also said in 
recent Japanese interviews 
that Mario is the first game 
that truly uses every feature 
in the Ultra 64. Nintendo 
sources at NCL have told me 
that the level count in 
Mario64 is over 200. 

The next game is Mario Kart 2 which 
is rumored to be around 75% com¬ 
plete. This game has been in devel¬ 
opment since March of 1994 and will 
weigh in at 64 megs. Not much is 
known about this new sequel, except 
that it will use more than 200.000 
texture-mapped polygons at 60 
frames per second. Visually, Mario 
Kart 2 is said to make the Final 
Fantasy 7 demo we showed you in 
our October issue look like a weak 
32-bit game. Mario Kart 2 is also 
said to feature 5 areas with 10 tracks 
per area. It’s interesting that in a 
Euro mag, Trip Hawkins stated that 
64 megs wasn’t enough memory to 
make a good 64-bit game on Ultra. 
Could Trip be eating his words at the 
Shoshinkai this November? 

That’s it for Shoshinkai titles, I’ll 
will be back next month with at least 
two more. 

Here are some other Ultra 64 games 
in development. First is the above- 
mentioned Kl arcade upgrade game, 
which is rumored to be in develop¬ 
ment for the NU64 home system too. 
The cool thing is that this game 
would include both the upgrade 
game AND the first Kl. all on one 64 
meg cart. This ultrapak is still a 
rumor, but should happen sometime 
in '96. Silicon Studios (a division of 
Silicon Graphics, Inc.) is said to be 
developing games for the Ultra 64. 
Sources at SGI have told me that the 
first title will most likely be a 3-D 
Doom-style game. Here are some 
newly announced Ultra developers. 
Koei will debut its first Ultra title (a 
strategy game) at the Shoshinkai. 
Interplay. Hudson, and Shiny are 
also said to be on track to become 
developers by year's end,and Ocean 
will be developing Mission 
Impossible, based on the upcoming 
movie starring Tom Cruise. 

Ultra's Final U.S. Launch Date & New 
Spec Info- 

Finally. here are a couple other tid¬ 
bits of Ultra news. The U.S. release 
date will be Friday, the 19th of April 
1996. On that day you will be able to 
buy 6 to 15 games. The system pack 
will include a memory card with at 
least one meg of memory. The sec¬ 
ond item is about the final NU64 
specs. Sources at SGI now claim the 
Ultra 64 CPU will be a custom version 
of the R4300 which runs at 150 MHz. 
and not the R4200 like previously 


reported (which only runs at 100 
MHz). Another item is the Ultra’s 
polygon-generating capability. I am 
pleased to let you polygon freaks out 
there know that the Ultra will be able 
to handle between 200,000 and 
1.000,000 texture-mapped polygons 
at 60 frames per sec. The first batch 
of games will use around 250,000 
textured polys, then as time goes by 
and developers get more accustomed 
to the hardware, expect to see well 
over 1,000.000 textured polys in 
most Nintendo and Rare games. 

Acclaim Buys Probe & Sculptured 

In the last issue of Other Stuff we 
mentioned that Electronic Arts had 
purchased Probe, a U.K. software 
developer. Woops! ACCLAIM bought 
Probe and Sculptured Software, two 
great developers. Acclaim is becom¬ 
ing a giant! As long as they keep 
delivering games like Alien Trilogy 
and WWFW they can buy all they 
want. 

SF III: The drama continues. 

Two months ago, I reported that 
sources at Nintendo told me Street 
Fighter III would appear exclusively 
on the Ultra 64 for one year. Last 
month, if you recall, a Capcom repre¬ 
sentative called us to deny this, and 
state SF III would appear on “multi¬ 
ple” platforms. Well, I checked back 
with our sources at the big N, and 
here is (according to NINTENDO) the 
real story of Street Fighter III. 

About three years ago, weeks before 
Project Reality (the original code- 
name of the Ultra) was even 
announced. Capcom and Nintendo 
were in negotiations over Ultra 
development. At that time Capcom 
was very close to becoming a 
licensee, but then something crucial 
happened. Just when Capcom was 
about to sign the deal, they 
announced becoming an official 
PlayStation and Saturn developer. Of 
course Nintendo was upset and told 
Capcom they would never become a 
third-party developer after such a 
“backstab.” 

Well, at the recent E3 show in L.A., 
Nintendo and Capcom met again, 
and the two companies worked out 
their differences. Capcom asked 
what Nintendo wanted, and 
Nintendo’s response was: Street 
Fighter III. exclusively on the Ultra. 
Otherwise, no deal. Capcom gave 
in. The arcade version of SF III is 
being developed on the Ultra 64 
hardware, NOT CPS III hardware. No 
joke. The reason is Capcom wanted 
to make SF III in 3-D, but the CPS III 
that was in development couldn’t 
handle the game the designers want¬ 
ed. 

So yes, according to VERY knowl¬ 
edgeable sources, SF III WILL be 
released in the arcades early next 
year, and then for the NU64 home 
system in summer ’96 with a one- 
year exclusivity clause. 
Theoretically, PlayStation and Saturn 
versions could be released in '97. 
but would they be as good as the 
Ultra version? I doubt it! Anyway, 
these are the facts according to 
Nintendo. I expect another phone call 
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Welcome to Other Stuff, let's do it! 


from Capcom U.S.A. next month as 
soon as this issue hits the streets... 

New VF 3 Character Info 

In a recent interview conducted in a 
Japanese magazine, Yu Suzuki, 
leader of Sega’s AM2 research & 
development division, revealed 
plans for two new characters in 
Virtua Fighter 3. The first is a 
Japanese girl. The second is a fat 
man whose style is somewhat 
derived from Abdula the Butcher (a 
pro wrestler). He uses his body as a 
weapon, but can’t jump very well. 
VF 3 will be on the top-secret Model 
3 hardware, and its release date is 
undetermined right now. Suzuki said 
that VF 2 is still very popular in 
Japan, and VF 3 will only be unveiled 
when VF 2 begins to fade. If VF 2 is 
a big hit on Saturn, this could also 
cause VF 3 to be delayed. 

In other VF news, the VF anime TV 
series launched in Japan on October 
9th. It features all the characters 
from VF 1 and 2, and also features 
family members such as Akira’s sis¬ 
ter and uncle. If all goes well look 
for an in-depth report next month in 
our anime section. 

One more note: Last month in Other 
Stuff we talked about a rumor con¬ 
cerning Sega of Japan and SNK of 
Japan signing a deal to do cross¬ 
platform games. Well, we are happy 
to inform you guys that King of 
Fighters ’95 and Fatal Fury 3 are now 
on their way to the Sega Saturn. The 
first Sega games that will appear on 
the Neo-Geo from Sega are rumored 
to be Virtua Fighters and one of 
Sega’s big racing games. While we 
are on the subject of Sega, rumors 
are floating around Sega that 
Daytona Remix is in their not to dis¬ 
tant future. Yes you've read correct¬ 
ly. The reason for this is pretty obvi¬ 
ous. Once you’ve seen Sega Rally on 
Saturn, you'll imagine what Daytona 
could have been if AM2 had a little 
more time on the development. 

-That wraps up another edition of 
Ultra Stuff, Uh. I mean Other Stuff. 
Hey, I gotta' go with what I know. 

If the U64 is anything less than amaz¬ 
ing I'm movin’ to Alaska. 



3,2,1 ....LIFT OFF! 

On September 19th gamers across 
America got a big gift... the Sony 
PlayStation. To celebrate we all gath¬ 
ered in New York, drank like fish and 
then played some Ridge on the Jumbo 
Tron."Wow, what a start! This is just 
what I wanted to see!” 
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AIR-COMBAT 
JUMPING RUSH 
NBA JAM T.E. 

PGA TOUR 96 
MK3 

NOVA STORM 
CYBER SLED 
PSYCHIC DETECTIVE 
DISC WORLD 
: ORMATION SOCCAR 
RHEME PARK 
SHOCKWAVE 

WIPEOUT 

DEMOLITION DERBY 
DOOM 

WING COMMANDER 

.EMMINGS 

?OOP 

3 ANZER GENERAL 
DYBERSPEI'D 
’RIMAL RAGE 
rEKKEN 

IWISTED METAL 



DRUG WARS 
DAEDALUS ENCOUNTER 
5LADE FORCE 
OLLING TIME 
WOLFENSTEIN 
V ONI IN THE DARK 


JHL HOCKEY 
WORLD SERIES BSBL 
3)®TY 2000 
30MC OF 3 KINGDOMS 
DARK LEGEND 
/IR'IUA RACING 
1BA JAM T.E. 1 
rHEME PARK 
MORTAL KOMAT 2 ' 

PRIMAL RAGE 
JYBERSLED 


PRIMAL 
NHL 96 

POWER RANGERS MON 
LIGHT CRUSADERS 4 
VENUM SPIDERMAN 
TECMO BOWL.3 
: MOTAL KOMBAT 3 
WEAPON LORD 
VECTORMAN : 



MECHWARRiOR 3050 
THE MASK $59 

DRACULA X $57 

YOSHI'S ISLAND MARIO 3 $65 

URBAN STRIKE $59 

SCOOBYDOO $59 

VENOM SPIDERMAN $65 

SPAWN $69 

B'G SKY TROOPERS $44 

TECMO BOWL 3 $64 

ZOOP $44 

MORTAL KOMBAT 3 $69 

PORKY PIG HAUNTED '$59 

JIMMY HOUSTON BASS TOUR. 
$63 

PREHISTORIC MAN $53 

WEAPON LORD $59 

SECRET OF EVERMORE $63 

NFL QB CLUB 96 $69 

BOOGERMAN $59 

BRAINIES J $47 
BIG HURT BASEBALL $69 

KAWASAKI STREET BIKE $56 

REAL MONSTERS $56 

WAYNE GRETSKY HOCKEY $59 


BURNING SOLDIER 
CRIME PATROL 
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NEXT DAY*SECOND DAY-GROUND 




. JOHN MADDEN ) 

■URASSIG PARK INTERAC J 

MAD DOG 2 J 

-.MEGA RACE 3 

•MONSTER MANOR J 

HNEED FOR SPEED 3 

NOVASTORM j 

OFF WORLD INTERCEPTO 3 

WOU T OF THIS WORLD ' J 
ROAD RASH 3 

SLAYER 3 

STAR BLADE 3 

STAR CONTROL 2 - 3 

SUPER STREET FGHTRTUR 3 

VR STALKER 3 

WING COMMANDER 3 3 

SLAM & JAM 3 

RETURN FIRE 3 


4 IN 1 CLASSICS 
COBRA COMMAND 
ETERNAL CHAMP 
FIFA SOCCER 

fFINAL FIGHT 

" GRND ZERO TEXAS ” 
LOADSTAR 
LUNAR 
LUNAR 2 

MAD DOG MCCREE 
MICKEY MANIA 
MONKEY ISLAND 
MORTAL KOMBAT ARCAI 
PRIZE FIGHTERS 
ROAD AVENGER 
ROAD RASH 
SILPHEED 
SNATCHER 
TOMCAT ALLEY 


AFTER BURNER 2 
ALADDIN 
BARKLEY’S JAM 
BATTLE-ECH 
BEAVIS & BUTT-HEAD 
BILL WALSH FTBL 95 
BIMINI RUN 
BOOGERMAN 
CAPT AMERICA 
CASTLVNIA BLOOD 


DESERT STRIKE 
EARTHWORM JIM 
ECCO DOLPHIN 
ETERNAL CHMPNS 
FATAL FURY 
FIFA SOCCER 95 
FLASHBACK 
GENERAL CHAOS 
GOLDEN AXE 2 
GUNSTAR HEROES 


JEOPARDY 
JEOPARDY!DELUXE 
JEOPARDY! SPORTS 
JOE MNTNA 94 
JOHN MADDEN 95 
JOHN MADN 94 
JUNGLE STRIKE 
LETHAL ENFRCR 
MAXIMUM CARNAGE 
MORTAL KOMBAT 2 
MUTANT LG FTBL 
MUTANT LG HCKY 
NBA JAM 
STREETS RAGE 3 
SUPR SMASH TV 
SUPR STREET FTR 2 
‘""SWORD VERMLION 
TASMANIA 
TAZ-ESCP MARS 
TMNT-HYPERSTONE 
TMNT-TOURN FTRS 
TOE JAM & EARL 2 
TRIPLE SCORE 
URBAN STRIKE 
VIRTUA RACING 
WARRS ETRNL SUN 
WWF ROYAL RUMBLE 


ZERO TOLERANCE 
NBA JAM T.E. 

NBA LIVE 95 
NFL QB CLUB 
OLYMPIC GOLD 
PAPER BOY 2 
PGA EURO TOUR 
PGA TOUR GOLF 
PGA TOUR GOLF 3 
PHANTASY STAR 4 


ROCK N ROLL RACING 
ROLLING THUNDER 3 
SHINING FORCE ->■ 
SHINING FORCE 2 ' - 

SKITCHIN* 

SONIC & KNUCKLES 
SONIC HDGHOG 3 
SPI.ATTERHOUSE 3 
STAR TREK NEXT GEN 
STREET FTR 2 SPCllgfJ 
STREETS RAGE 
STREETS RAGE 2 
STREETS RAGE 3 
SUPR SMASH TV 
SUPR STREET FTR 2 
SWORD VERMLION 
TASMANIA 
TAZ-ESCP MARS 
TMNT-HYPERSTONE 
TMNT-TOURN FTRS 
TOE JAM S EARL 2 
TRIPLE SCORE 
URBAN STRIKE 
VIRTUA RACING 
WARRS ETRNL SUN 
WWF ROYAL RUMBLE 



DAFFY DUCK 
DEMON CREST < 
DESERT STRIKE 
DONKEY KONG CTRY 
DRAGON VIEW 
DRAGONS LAIR 
DRAKKHEN* 
EARTHBOUND 
EARTHWORM JIM . 

F ZERO 

FACEBALL 2000 
FATAL FURY 2 
FINAL FANTASY 2 
FINAL FANTASY 3 
FINAL FANTASY MQ 
FINAL FIGHT 2 
FIREPOWER 2000 
HAMMERLOCK 
ILLUSION OF GAIA 
JEOPARDY DELUXE 4 
JOHN MADN 94 
JOHN MADN 95 
KEN GRIFFEY JR 
KIRBY DRM CRSE 
MARIO KART 

MEGA MAN X2 
MICKEY MANIA 
MONOPOLY 
MORTAL KOMBAT 2 
MYSTICAL NINJA 
NBA JAM TE P 
NBA LIVE 95 
OGRE BATTLE 
OUTLANDER 
PEACEKEEPERS 


PGA TO 
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BREATH OF FIRE 
CAPT AMERICA 
CASTLVANIA 4 
CLAYFIGHTERS 
CLAYFIGHTERSTOURN 
CONTRA 3 


PILOT WINGS 
PITFALL HARRY 
PRINCE PERSIA 
ROCK N ROLL RACING 
SAMURAI SHOWDOWN t 
SECRET OF MANA 
SHADOWRUN 
SIM ANT 
SIM CITY 
SIM EARTH 


ROAD RASH 
ROAD RASH 2 
ROAD RASH 3 


OVER 3000 USED ^ 


GAMES IN STOCK 


FOR ALL SYSTEMS 


| MOST NINTENDO GAMES 3.99 EA. OR 3/10.99 CALL NOW! 


PLUS MANY. MANY MORE TITLES/ 


ALL USED GAMES COME WITH 90 DAY WARRANTIES! 


M CARRY ALL SYSTEMS! GAME GEAR • GAME BOY - 32X • CD ROM TITLES AND MORE! 


S1 -POO-PRO 


SNES a SEGA » 3D0 » SATURN 


PSX* ONLY 99 
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A MINUTE 


LATEST CODES FIGHTING MOVES • LATEST RPG CLUES 

MUST BE 18 YEARS OF AGE OR HAVE OBTAINED PARENTS PERMISSION 

















Send us your old games 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 12/31/95 

l/isit our World Wide Web Homepage - http://www.cybergate.com/~bre 



_jo Genesis core system 

: S Game Gear system 
? SS” Super Nintendo core system 
: Sil® Jaguar core system 
SS 3DO (any model w/1 control pad) 

" G «:S:So Saturn (w/1 control pad.AV cable) 
SiB Sony PSX (w/1 control pad.AV cable) 


To Sell Cartridges 


KsocSsf 49 95125 00 K-'i’j 1 -/ '' 


To Buy Cartridges 


„ Send your Cartridges/Orders to: 

BRE Software 

oo 352 W. Bedford Ave, Suite 104 Dept FI 2 




Subscribe To SAVE OVER $40! 
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DIEHARD GAMEfAN 
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5 M “ 1 - 800 - 454-2637 
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Canada and Mexico orders add $20.00 U.S. funds. Allow 6 to 8 
weeks for your first issue, CA residents add 8.25% sales tax 



Credit Card Orders Call (209) 432-2684 
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CAME 


Simply choose from the huge range of built-in 
cheats for the latest games. Remember these 
are powerful custom made cheats - not simply 
the ones already available! 


Y RIDGE RACER™ By NAMCO™ ^ 

r SUPER CHEAT 

Play extra cars, all 13, including the secret “Black” Griffin 
L car AND play all 4 forwards and all 4 reverse tracks 
combined one Ridge Racer Super Cheat. ^ 


Enter new cheats as further games are released 
• Flash Eprom technology means that all new 
entries are added to the built-in cheat menu. 


TEKKEN™ By NAMCO™ 

Allows you to select the extra charactersm, this 
includes, Kunimitse™ Armor king™, P. Jack™, 
Kuma™, Heihachi™, LeeTM, WangTM, AnnaTM, 
and GanryuTM. Moving the selector to the right, 
past MichelleTM, will Display the new characters. 


Memory Back-Up feature allows you to back up 
your Saturn game save memory. Massive 1MEG 
CAPACITY INCREASES SATURN 
_ MEMORY BY 5 TIMES! _ 


ORIGINAL PARODIUS™ By KONAMI™ 

9 lives for both Player 1 and Player 2 also 


ACTION REPLAY allows you to play evei 
IMPORT GAMES on your Saturn™ so you i 
cheat on the latest games Now 


players i 


ULTIMATE PARODIUS™ By KONAMI™ 
256 lives for both Player 1 and Player 2 


ACTION REPLAY has a special high speed 
communications port for further expansion. 
An optional comms package allows 
you to connect your Saturn™ via 
ACTION REPLAY to any PC for 
powerful cheat finding and debugging. 


KILEAK THE BLOOD™ By SONY MUSIC 
ENTERTAINMENT™ 

Unlimted energy and all weapons are 
activated with extra ammo. 




DEALER WELCOME 


ACTION REPLAY OIVES 
YOU THE POWER 
TO PLAY YOUR 
FAVOURITE GAMES TO 
LEVELS YOU NEVER 
KNEW EXISTED! 
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YOUR #1 CHOICE FOR VIDEO GAMES! 

TOMMO INC. SUPER STORE E-Mail Address 

1 8521 E. Gale Ave. 7710 Melrose Ave. For Latest Title-Release Date-Pricing into. 

City of Industry CA. 91748 Los Angeles, CA. 90046 TOMM03@aol.com. 
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Wing Commander III 


Sony Playstation System Call 


Cybersled 
Darkstalkers 
Destruction Derby 
ESPN E»treme Gaines 
Jumping Flash 


DON'T 
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,4 cnflWSl*®' I http://www.tyrell.net/~gamewarel 
dl111 s | e-mail: g am ewore@lyrell.net | 

Call for addlimport/dmestiE titles not DVCmiyllt Shipping. 


WITH 
ANYONE 
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What do you want from your . 
game dealer? You want a 

, ., . Batman Forever $66 

wide selection. You want fast Battiet** can 

delivery. And you want 2SH5JT* * » 

friendly people who know * 5) 

. [Intiknv Kong Cninttrv J S63 

games. That s why ..„ sbt 

Gameware Express is here. 

We can shi| overnight for just 
$6. No hidden costs. Our _ 
selection is 
And whenj 

with anyonll]|fc™|<®fuui taniiwnrm j«i ? 
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V SUPER NES V 


Air Diver 

$15 

Justice League$39 

Aladdin 

22 

King/Monsters 

22 

Alien 3 

19 

Kings Bounty 

25 

Altered Beast 

8 

Krustys FH 

15 

Arch Rivals 

15 

Lakers Celtics 

9 

Asterix & Rescue 15 

Land Stalker 

25 

Attack Sub 

32 

Lethal Enfrcr 

19 

Batman 

18 

LHX Attck Chppr 17 

Batman & Robin 45 

Lion King 

32 

Batman Forever 65 

Little Mermaid 

29 

Batman Returns 18 

Marble Madness 35 

Battltds/Dbl Drag28 

Maximum Camge29 

Beast Wrestler 

15 

Mega Turrican 

22 

Beauty/Bst-Roar 19 

Mercs 

15 

Beavis & Butthd 28 

Michl Jksn Mwk 15 

Big Hurt Bsbl 

49 

Mickey & Dona!d28 

Bill Walsh Ftbl 

15 

Mickey Mania 

32 

Bill Walsh Ftbl 9525 

Mickey Ms Cstl 22 

Boogerman 

39 

Might & Magic 

32 

Boxing Legends 19 

MLBPA Bsbl 

19 

Bubsy 

28 

Monopoly 

59 

Buck Rogers 

15 

Mortal Kombat 

15 

Bulls vs Blazers 15 

Mortal Kombat 2 35 

Bulls vs Lakers 

9 

Mortal Kombat 3 55 

Bustr Dgls Bxg 

15 

Ms Pac-Man 

29 

Cal Ripken Bsbl 19 

Mutant Lg Ftbl 

15 

Capt America 

17 

NBA Action 

15 

Castlvnia Blood 19 

NBA Action 95 

35 

Cliffhanger 

15 

NBA Allstar Ch!g15 

Coach K Bsktbl 49 

NBA Jam 

19 

Coll Football 

25 

NBA Jam-Toum 39 

Coll Football 2 

49 

NBA Live 95 

39 

Coll Ftbl USA 9649 

NBA Live 96 

49 

Columns 

29 

NBA Showdown 15 

Comix Zone 

39 

NFL 95 

19 

Contra Hrd Corp 39 

NFL QB Club 

29 

Cool Spot 

19 

NHL Hockey 

9 

Cyborg Just 

15 

NHL Hockey 94 18 

Desert Strike 

32 

NHL Hockey 95 38 

Double Dragon 

18 

NHLPA 93 

11 

Double Dragon 322 

Out Of This Wld 

18 

Dr Robotnik's 

25 

Paperboy 

38 

Dynamite Duke 

15 

Pat Rily Bskbl 

8 


Earthworm Jim 45 
Earthworm Jim 259 
Ecco The Dolphin19 


Pebble Beach G(f35 
PGA Euro Tour 45 
PGA Tr Goff 


Sonic Hdghog 3S32 
Sonic Spinball 15 
Spiderman 15 
Spidermn/X-Men18 
Splatterhouse 3 25 
Sports Tlk Bsbl 12 
Star Trk Nxt Gen 35 
Stargate 39 

Street Ftr 2 SCE 15 
Streets Rage 15 
Streets Rage 2 19 
Streets Rage 3 39 
Subterrania 15 
Supr Basbl 202016 
Supr Hang On 15 
Supr High ImpactlS 
Supr Monaco GP15 
Supr Off Road 29 
Supr Smash TV 15 
Supr Strt Ftr 2 32 

Supr Thndr Bid 15 
Sword Sodan 15 
Sword Verm lion 15 
Talespin 19 

Tazmania 18 
Tcmo Supr Bowl 16 
Tcmo Supr NBA 15 
Tcmo Supr Bwl 339 
Terminator 16 
Termintr 2-Arcd 15 
Termintr 2-Jdgmt18 
Tiny Toons 28 
TMNT Hyprstne 22 
TMNT Toum Ftrs 18 
Toe Jam & Earl 25 
Toe Jam & Earl 222 
Tom Lasrda Bsbl 15 
Tny La Russa 15 
Tny La Russa 9525 
Tour Tennis. 25 
Triple Play 96 55 

Triple Score 28 
Troy Aikmn NFL 15 
True Lies 39 

Urban Strike 45 
Vector Man 


Ecco Tides/Time29 

PGA Tr Golf 2 42 

Virtua Racing 39 

Death Valley Rlyl5 

Pilot Wings 

18 

ESPN Baseball 25 

PGA Tr Golf 3 59 

Warr Etml Sun 29 

Dennis Menace 

17 

Pink Hollywood 

19 

Eternal Chmpns 19 

PGA Tr Golf 96 39 

Wheel Fortune 59 

Desert Strike 

29 

Pitfighter 

11 

Evander Hlyfld 

15 

Phantasy Star 2 28 

Wimbeldn Tennis25 

Dirt Trax FX 

38 

Pocky & Rocky 

19 

Exile 

19 

Phantasy Star 3 29 

Winter Olympics 18 

Donkey Kng Ctry39 

Populous 

8 

F 117 Night Strm28 

Phantom 2040 49 

Wonder Boy 15 

Donky Kg Ctry 2 59 

Power Rangers 

38 

F 22 Intercptr 

19 

Pitfighter 15 

World Series 95 59 

Dr Franken 

13 

Primal Rage 

55 

Faery Tales 

15 

Populous 7 

Wld Series Bsbl 29 

Dragons Lair 

18 

Race Drivin’ 

18 

Fantasia 

16 

Power Monger 19 

WWF Raw 35 

Drakkhen 

13 

Ranma 1/2 

15 

Fatal Fury 

16 

Power Rangers 29 

WWF Ryl Rmble 19 

Earth Bound 

45 

Ren/Stimpy Vdts22 

FIFA Soccer 

22 

Pwr Rangrs-Mov49 

WWF Sup Wrest 15 

Earthworm Jim 

49 

Riddick Bowe 

19 

FIFA Soccer 95 

39 

Primal Rage 59 

X-Men 15 

Earthworm Jim 2 59 

Rise Of Robots 

28 

Flashback 

17 

Prime Time NFL 59 

X-Men 2 39 

ESPN Baseball 

29 

Rival Turf 

13 ‘ 

Foremn For Real 39 

Pro Am Racing 28 

Zmbie Ate Nghbr19 

ESPN NFL 

25 

Robo Cop 3 

17 

Forgotten Wrtds 15 

Quackshot 15 


Eye Of Beholder 19 

Robocop vs Term19 

General Chaos 

25 

Ranger X 15 

Accessories 

F Zero 

13 

Secret Of Evrmre59 

Ghouls Ghosts 

15 

RBI Basbl 3 15 


Faceball 2000 

19 

Secret Of Mana 

45 

Golden Axe 

15 

RBI Basbl 4 15 

Sega Gen Deck 65 

Family Feud 

39 

Shadowrun 

28 

Golden Axe 2 

17 

RBI Basbl 93 15 

Sega Gen 2 Deck69 

Fatal Fury 

15 

Shaq Fu 

16 

Golf 

15 

RBI Basbl 94 28 

Ascii Pad 13 

FIFA Soccer 

29 

Side Pocket 

48. 

Greatest Hvywts32 

Ren & Stimpy 18 

Carry Case/Lg 18 

Final Fantasy 2 

39 

Sim Earth 

28 

Hard Drivin’ 

15 

Revenge Shnobill 

Carry Case/Sm 13 

Final Fantasy 3 

49 

Simpsons B Ntmr17 

Hardball 3 

15 

Road Rash 28 

Comp Pro 8 

Final Fantsy MQ 

15 

Slam Masters 

19 

Hardball 94 

22 

Road Rash 2 39 

Cntrl Pad (6 Btn) 11 

Final Fight 

12 

Soldier Of Frtune18 

Home Alone 

18 

Road Rash 3 45 

Dual Turbos(2) 28 

Final Fight 2 

25 

Soulblazer 

29 

Immortal 

22 

Robocp vs Term 25 

Extension Cord 2 

First Samurai 

15 

Space Ace 

18 

Incredible Hulk 

22 

Rollng Thundr 2 15 

Four Plyr Adptr 13 

Flashback 

19 

Spiderman-TV 

29 

Jammit 

19 

Shadow Beast 15 

Game Genie 25 

Gradius 3 

15 

Spidermn/X-Men 16 

Joe Mntna 

8 

Shadow Beast 217 

Game Holder 5 

Home Alone 

15 

Spindizzy Worlds19 

Joe Mntna 2 

9 

Shadow Dancer 15 

Justifier 1 (Ctrlr) 18 

Home Alone 2 

15 

Star Fox 

18 

Joe Mntna 3 

9 

Shadowrun 38 

Justifier 2 (Phn) 25 

Hook 

17 

Star Trk Nxt Gen 25 

Joe Mntna 94 

9 

Shaq Fu 15 

Mega Mouse 18 

Hunt Red Oct 

17 

Star Wars 

18 

John Madn 

8 

Shining Drkns 19 

Menacer 9 

Illusion of Gaia 

35 

Stargate 

39 

John Madn 92 

8 

Shining Force 38 

Misc Joypad 4 

Indy Car Racing 39 

Street Combat 

18 

John Madn 93 

9 

Shinobi 3 17 

Misc Joystick 9 

Jeopardy 

32 

Street Ftr 2 

9 

John Madn 94 

12 

Simpsn-Virt Bart 38 

Pwr Base Cnvrtr 15 

Jeopardy Sports 18 

Street Ftr 2-Trb 

15 

John Madn 95 

29 

Simpsn-B Ntmr 32 

Pwr Jystk(6 Btn) 29 

Joe & Mac 

17 

Stunt Race FX 

28 

John Madn 96 

55 

Simpsn-B vs SMI 9 


John Madn 92 

9 

Supr Batter Up 

19 

Judge Dredd 

39 

Skitchin’ 29 


John Madn 93 

9 

Supr Battleship 

35 

Jungle Strike 

32 

Sonic & Knuck!e35 


John Madn 94 

16 

Supr Battletank 

12 

Jurassic Park 

17 

Sonic Hdghog 8 


John Madn 95 

29 

Supr Battletank 228 

^Jrassic Pk Rmpg29 

Sonic Hdghog 2 9 


^lohn Madn 96 

55 

Supr Black Bass65 


Act Raiser 9 
Act Raiser 2 19 

Adv Island 19 
Aladdin 29 

Alien 3 22 

Aliens/Predator 27 
Arcana 29 

Art Of Fighting 17 
Bass Mstrs Clsc39 
Batman & Robin 39 
Batman Forever 69 
Batman Returns 22 
Battleclash 7 
Drag 2 2 
vis & Butthd 29 
Hurt Bsbl 59 
Walsh Ftbl 17 


j On 


13 


Boogerman 
Boxing Legends 22 
Brawl Brothers 19 
Breath of Fire 39 
Breath of Fire 2 59 
Brett Hull Hcky 19 
Bubsy 32 

Bubsy 2 39 

Bugs Bny Rmpg 22 
Bulls vs Blazers 9 
Capt America 18 
Castlevania 4 17 

Castlevania-Drac39 
Champ Pool 29 
Chessmaster 39 
Chester Cheetah 26 
Chrono Trigger 75 
Clayfighter Tnmnt32 
Clayfighters 22 
Clue 32 

Congos Caper 29 
Contra 3 28 

Coot Spot 29 
Crash Dummies 26 
Cybernator 19 
Daffy Duck 28 
Darius Twins 


Judge Dredd $39 
Jungle Book 35 
Jungle Strike 29 
Jurassic Park 19 
Jurassic Park 2 35 
Justice League 48 
Killer Instinct 59 
King/Monsters 17 
Lagoon 16 

Lemmings 25 
Lethal Enfrcr 29 
Lion King 39 

Magical Quest 18 
Mario Is Missing 18 
Mario Kart 28 
Mario Paint Game 7 
Mario Tme Mach 16 
Maximum Crnge 28 
Mega Man 7 39 

Mega Man X 19 
Mega Man X3 53 
Mickey Mania 28 
MLBPA Bsbl 29 
Monday Ngt Ftbl 17 
Monopoly 49 
Mortal Kombat 17 
Mortal Kombat 2 35 
Mortal Kombat 3 69 
NBA Jam 22 

NBA Jam-Tourn 39 
NBA Live 95 39 

NBA Live 96 49 

NBA Showdown 15 
NCAA Bsktbl 13 
NFL QB Club 32 
NHL Hockey 94 25 
NHL Hockey 95 35 
NHL Stanley Cup13 
NHLPA 93 13 

Out Of This Wrld 15 
Pac-Attack 28 
Pac-Man 2 29 

Paperboy 2 17 

PGA Tour Golf 49 
PGA Tour Golf 9639 
Phalanx 


Supr Caesar’s $55 
Supr Dble Dragn 18 
Supr Empire Strk22 
Supr Ghouls 13 
Supr High Impact13 
Supr M Allstr/Wld29 
Supr Mario Wrld 7 
Supr Metroid 29 
Supr Mr All Stars 2 5 
Supr Ninja Boy 18 
Supr Play Act Fbll 
Supr Punch Out 35 
Supr R Type 13 
Supr RBI Basbl 25 
Supr Return Jedi35 
Supr Scope (6in1)3 
Supr Smash TV 17 
Supr Soccer 17 
Supr Strt Ftr 2 29 

Supr Tennis 13 
Supr Turrican 15 
Tazmania 19 
Tcmo Supr Bowl 19 
Tcmo Supr Bwl 239 
Tcmo Supr Bwl 339 
Tcmo Supr NBA 15 
Terminator 25 
Terminator 2-Jdg 18 
Tetris 2 45 

Tetris/Dr Mario 35 
Thunder Spirits 13 
Tiny Toons BsterlS 
TMNT 4 15 

TMNT Tnmnt Ftrs 19 
TNN Bass Tnmnt45 
Tom & Jerry 32 
Total Carnage 15 
Troy Aikman NFL19 
True Lies 39 

UN Squadron 18 
Vegas Stakes 32 
Waialae C Club 28 
Wario’s Woods 25 
Wing Commndr 13 
Wings 2 Aces 17 
Winter Olympics 17 
Wolverine 25 
World Heroes 18 
Wrestlemania 14 
WWF Raw 39 
WWF Ryl Rmble 19 
X-Men 38 

Y’s 3 13 

Yoshis Cookie 28 
Yoshis Safari 7 
Zelda 3 22 

Zombie Ate NghbrIS 

Accessories 

Super NES Deck85 
Carry Case 22 
Champ Joystick 39 
Comp Pro 12 

Dual Turbos (2) 28 
Extension Cord 2 
Game Genie 28 
Justifier (Cntrlr) 16 
Mouse 22 

Misc Joypad 8 
Misc Joystick 15 
Multi-Tap (5-Plyr) 13 
Supr Advan Jystk38 
Supr Gameboy 39 
Supr Scope 19 



10 Yard Fight $5 

1942 5 

1943 8 

720 5 

8 Eyes 5 

Abadox 5 

Addams Family 16 
Adv Byu Billy 5 
Adv Island 9 
Adv Island 2 18 

Adv Island 3 28 

Adv Of Lolo 9 
Air Fortress 5 
Airwolf 5 

Al Unser 5 

Amagon 5 

Amer Gladiators 5 
Anticipation 5 
Arch Rivals 5 
Arkanoid Game 19 
Astyanax 5 

Back Futr 5 

Back Futr 2/3 5 

Bad Dudes 5 
Baseball 5 

Baseball Smltr 7 
Baseball Stars 9 
Baseball Stars 219 
Bases Loaded 5 
Bases Loaded 2 5 
Bases Loaded 3 9 
Batman 5 

Batman Returns 16 
Batman Rtn Jkr 11 
Battle Chess 12 
Battle Olympus 5 
Battle Tank 11 
Battletoads 8 
Beetlejuice 9 
Bible Advntrs 13 
Big Bird Hd/Spk 9 
Bionic Commando5 
Black Bass 25 
Blades Steel 6 
Blaster Master 5 
Blue Marlin 25 
Bo Jackson 5 
Bomberman 11 
Boy & His Blob 5 
Breakthru 5 

Bubble Bobble 8 
Bugs Bny Bday 13 
Bugs Bny Cstl 13 
Burgertime 8 
Calif Games 5 

Capt America 9 

Capt Planet 8 

Capt Skyhawk 5 

Crmn Sndgo Time 9 
Casino Kid 13 
Castlevania 5 
Castlevania 2 5 

Castlevania 3 5 

Champ Bowling 13 
Chessmaster 25 
Chubby Cherub 5 
Classic Cncnt 18 
Code Nm Viper 5 
Commando 5 
Contra 7 

Crystalis 6 

Dance Aerobes 5 
Darkwing Duck 15 
Days Of Thndr 7 
Deadly Towers 5 
Defender 2 12 

Defender Crown 5 
Demon Sword 5 
Destiny Of Emp 14 
Dick Tracy 5 
Dig Dug II 11 
Disney Adv 7 
Dizzy 5 

Donkey Kong 16 
Donkey Kong 3 12 
Donkey Kong C!s19 


NINTENDO 


Donkey Kong Jr$15 
Double Dare 5 
Double Dragon 5 
Double Dragon 2 5 
Double Dragon 3 6 
Double Dribble 5 
Dr Mario 9 

Dracula 9 

Dragon Spirit 5 
Dragon Warr 5 
Dragon Warr 2 25 

Dragon Warr 3 29 

Dragon Warr 4 39 

Duck Hunt 1 

Duck Tales 7 

Empire Strk Bek 19 
Everet/Lendl Tenn5 
Excitebike 5 
Family Feud 29 
Faxanadu 5 

Ferrari GP 11 
Fester's Quest 5 
Fighting Golf LT 5 
Final Fantasy 9 

Flight Intruder 9 

Friday 13th 5 

Galaga 25 

Gargyls Qst 2 7 

Gauntlet 5 

Gauntlet 2 5 

Genghis Khan 19 
Ghost Bstrs 5 

Ghost Lion 9 

Ghosts & Gblns 5 
Gl Joe 7 

Gl Joe Atl 8 

Goal 5 

Godzilla 5 

Golf 5 

Golf Pebble Bch 5 
Golgo 13 5 

Goonies 2 5 

Gotcha 5 

Gradius 5 

Grt Waldo Srch 11 
Guardian Lgnd 5 
Gunsmoke 5 
Heavy Shreddin 5 
Hogans Alley 5 
Hollywood Sqrs 9 
Home Alone 13 
Home Alone 2 9 

Hook 9 

Hoops 5 

Hunt Red Oct 5 
Hydlide 5 

I Can Remember 19 
Ice Hockey 5 
Ikari Warriors 5 
Ikari Warriors 2 5 

Immortal 5 

Indy Heat 19 
Indy Jns Doom 5 
Infiltrator 5 

Iron Sword 5 
Iron Tank 5 

Jack Nkls Golf 8 
Jackal 5 

Jaws 5 

Jeopardy 9 

Jeopardy 25th 13 
Jeopardy Jr 9 
Joe & Mac 15 
John E Qback 5 
Jordan vs Bird 5 
Joust 9 

Jurassic Park 22 
Karate Champ 5 
Karate Kid 5 
Karnov 5 

Kickle Cubicle 15 


Kid Icarus $5 
Kings Of Beach 5 
Kirbys Adv 19 
Klax 22 

Knight Rider 5 
Krustys FH 5 
Kung Fu 5 

Kung Fu Heroes 5 
Legacy Of Wiz 5 
Legend Of Kage 5 
Legendary Wngs 5 
Legends Dmnd 5 
Life Force 5 

Litl Mermaid 9 

Litl Nemo Dream 5 
Lode Runner 5 

Lone Ranger 5 

Lunar Pool 5 

Mach Rider 5 

Magic Johnson 5 
Magmax 5 

Major Lg Bsbl 5 
Maniac Mansion 9 
Marble Madns 5 
Mario Brothers 5 
Mario Is Missing 25 
Marvels X-Men 5 
MC Kids 12 

Mega Man 1 15 

Mega Man 2 13 

Mega Man 3 9 

Mega Man 4 12 

Mega Man 5 22 

Metal Gear 5 

Metroid 5 

Mickey Mouse 5 
Micro Machines 17 
Millipede 22 
Milon Sec Castle 5 
Mission Imp 5 
Monopoly 18 
Monster Party 5 
Ms Pac-Man 35 
NARC 5 

NASCAR Chall 19 
NES Open 11 
NFL 5 

Ninja Gaiden 5 
Ninja Gaiden 2 5 

Ninja Gaiden 3 13 
Nobun Ambtn 9 
North & South 22 
Operation Wolf 5 
Othello 5 

Overlord 5 

Pac-Man 22 

Paperboy 7 

Paperboy 2 15 

Perfect Fit 13 
Peter Pan Pirates 5 
Pictionary 9 

Pinball 8 

Pinball Quest 18 
Pinbot 9 

Platoon 5 

Play Act Ftbl 5 
Popeye 5 

POW 5 

Predator 5 

Pro Am Racing 5 
Pro Wrestling 5 
Punch Out 4 

Punisher 5 

0 Bert 9 

Quattro Adv 8 
Guattro Sports 7 
Rad Racer 5 
Rad Racer 2 11 

Rambo 5 

Rampage 5 

RBI Basbl 4 


RBI Basbl 2 $6 

RBI Basbl 3 11 

Renegade 5 

Rescue Emb Mis 5 
Rescue Rangrs 6 
Rescue Rngrs 2 22 
Ring King 5 

Rivr City Ransom 5 


Robin Hood 6 
Robo Cop 5 

Rocket Ranger 5 
Rogr Clemns Bsbl5 
Roger Rabbit 5 
Roller Ball 5 
Romnc 3 Kngds 9 
Rush N Attack 5 
Rygar 5 

Section Z 5 

Sesame St 123 9 

Sesame St ABC 11 
Sesame St Ctdn22 
Shadowgate 5 
Shingen Ruler 5 
Shinobi 5 

Shooting Range 12 
Short Order 5 
Side Pocket 22 
Silent Service 5 
Silver Surfer 5 
Simpson-B vs RM9 
Simpson-B vs SM5 
Simpson-B vs Wld5 
Skate Or Die 1 5 

Skate Or Die 2 5 

Sky Shark 5 
Smash TV 5 
Snake Rattle 5 
Snakes Revenge 5 
Snoopy Sports 5 
Solar Jetman 5 
Solstice 5 

Space Shuttle 12 
Spiderman-Sin 613 
Spot The Game 5 
Spy Hunter 5 
Spy vs Spy 5 
Stanley 5 

Star Trek _ 15 

Star Tropics 5 
Star Voyager 5 
Star Wars 13 
Stealth 5 

Street Fighter 5 
Strider 5 

Supr Contra 6 
Supr Dodge Ball 5 
Supr Glove Ball 5 
Supr Jeopardy 13 
Supr Mario 1 
Supr Mario 2 6 

Supr Mario 3 6 

Supr Mario/Dk Ht 1 
Supr Off Road 6 
Supr Pitfall 5 
Supr Spk Vlybl 5 
Supr Sprint 5 
Supr Tm Games 5 
Swords & Serps 5 
Tag Tm Wrest 5 
Talespin 9 

Tcmo Baseball 5 
Tcmo Bowl 6 
Tcmo Bowl 2 15 

Tcmo NBA Bktbl22 
Tcmo Wrld Wrst 5 
Tennis 5 

Terminator 15 
Terminator 2 5 

Tetris 12 

Tetris 2 28 


Three Stooges $5 
Tiger Heli 5 

Time Lord 5 

Tiny Toon 15 

Tiny Toons 2 25 

TMNT 2 

TMNT 2 5 

TMNT 3 9 

Tom & Jerry 19 
Toobin 9 

Top Gun 4 

Top Gun 2 5 

Town & Country 5 
Track & Field 5 
Track & Field 2 5 

Trick Shooting 5 
Trojan 5 

Twin Cobra 5 
Twin Eagle 9 
Ultima 1 Exodus 5 
Ultima 2 Qst 25 
Untouchables 5 
Urban Champion 5 
Vegas Dreams 22 
Wayne Grtsky 5 
Wheel Fortune 12 
Wheel Frtn Fam 18 
Wheel Frtn Jr 15 
Whl Frtn Vanna 28 
Where’s Waldo 5 
Willow 5 

Win Lose Draw 5 
Winter Games 5 
Wizardry 9 

Wizrd & Warriors 5 
Wizrd & Warrs 3 9 
Wolverine 6 
World Champ Wr 5 
World Cl Trk 5 
World Cup Soccer5 
Wrath Blk Mnta 5 
Wrestlemania 5 
WWF Challenge 5 
WWF Steel Cage 8 
Xenophobe 5 
Xevious 5 

Yoshi 7 

Yoshis Cookie 18 
Zelda 4 

Zelda 2 5 

Accessories 

Nintendo Deck 25 
Advant Joystick 7 
Arkanoid Control 19 
Carry Case/Lg 5 
Carry Case/Sm 1 
Comp Pro 9 

Double Player 4 
Extension Cord 3 
Four Score 8 
Game Genie 15 
Game Holder/Lg 3 
Game Holder/Sm 2 
Light Gun 2 

Misc Joypad 3 
Misc Joystick 2 
NES Max Joypad 4 
Power Glove 9 
Power Pad 4 
Satelite 4 

Single Wireless 4 
Supercontroller 1 
U Force 2 

Ultimate Joystick 7 
Ultimate Wire!ess9 



We Accept: 





Personal Checks and 
^Money Orders Are Also Accepted! 


rush - - 

DELIVERY! — 

is available on all in-stock items. 

612 » 946»8117 

CALLFUNCOTODAY! 


All Games come with a 90 Day Warranty! 

ONE YEAR Warranties are Available 
Current Prices May Vary • Call for Shipping 
Hours: Mon-Fri 9:00am to 7:00pm Central 

612 - 946-8117 


Look for us on the World Wide Web 
http://www.winternet.com/~funco 


These Are Partial Lists 
More Titles Are Available! 
we Also otter: Gameboy, Game 
Gear, Saturn, PlayStation, 
Sega CD, 3DO, and Sega 32X 

Want Something? Can’t Find It? 
We’ve Got It! 

We sell previously played video games 
and accessories at great prices. 

Call Funco Today! 'tH 

612 * 946*8117 


m 


HOLIDAY HOURS: Mon-Fri 10/30 thru 12/22 7am to 9pm. Saturdays 11/4 thru 
1/27 10am to 6pm. Sundays 11/26 thru 12/17 10am to 6pm. 

CLOSED: 11/23, 12/23-12/25, 1/1/96 

Win a $25.00 Funco Gift Certificate! 


ACROSS 

1. Aladdin's Sweetheart 

3. Johnny Cage's Profession 

4. Insect or Videogame Star 

5. General or Dragoon 


DOWN 

1. Feline or Video Game System 

2. Mick &_ 


Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut it out and 
then mail, along with your name, address and phone number to: 

December Mail Order Contest, Funco, Inc., 10120 W. 76th Street, Mpls., MN 55344 
All Correct Entries Will Be Entered in a Drawing. 

Entries must be postmarked no later than December 30,1995 gf 
























































WE BUY, SELL, 

FtRADE £ RENT VIDEO GAMES>( 

Animation £ cd rom software 

WE CARRY THE BEST SELECTION OF 
. SYSTEMS AND GAMES BOTH 
^DOMESTIC £ IMPORTED, FOR THU 
b ^CUTTING EDGE GAMERU^I 






Not Available At All Locations. 
While Supplies Last 


Trade In Your Games And Systems For 
Store Credit Or Same Day Cash Cali: 

fi.ROT-flQR^ 1508 Northern Blvd. 

O IO # U3DO Manhasset, NY 11030 

▲ • VIRTUAL BOY 

a •COMPUTER 
V £ CD ROMS 












5637 Dixie Hwy. 

(810) 623-2980 
Call Ben, Tom or Pat 

Miami, FL 33183 
Town & Country Center 
8356 Mills Dr. 

(305) 271-7197 

Spokane, WA 99218 
9105 N. Division "C" 


Tacoma, WA 98498 
Lakewood Mail 

10507 Gravelly Lake Rd. S.W. #22 
(206)581-6080 

Call Dale for his Grand Opening 

Taftville, CT 
M&M Plaza 
1 Jewette City Road 
(203) 887-5861 

Call Frank, Tina or Mark for their 
Grand Opening 


Call Kim, Neil or Jamie 


Manhasset, NY 11030 
1508 Northern Blvd. 

(516) 627-6200 

Call Todd, John, Eric, "Remix" 
or the enforcer on Long Island 

Hauppauge, NY 11788 
Hauppauge Shopping Center 
391 Nesconset Hwy (Rt. 347) 

(516) 979-1210 
Call Peter or Rich 

Plano, TX 75075 

721 N. Central Expressway #420 

(214) 422-5567 

Call Mark, Woody or Chris 

El Paso, TX 79912 
Promenade Shopping Center 
7500 N. Mesa #226 
(915) 581-2582 

Call Joe for his Grand Opening 
AM stores are Independ 


©ttXKBlC sOJxus 


Austin, TX 78752 
Lincoln Village 
6406 N. IH 35, #1250 
(512) 454-4494 

Call Stuart for his Grand Opening 


St. Louis, MO 
Winchester Plaza 
14560 Manchester Rd. 

St. Louis, MO 63011 
314-230-8998 

Call Ed for his Grand Opening 


Nassau, Bahamas 
East Bay Shopping Center 
East Bay Street West of PI Bi 
Grand Opening in November 


Jackson, WY 83001 

260 West Broadway 

(307) 733-CLUB 

Call Rod for his Grand Opening 

North Olmsted (Cleveland), OH 
4725 Great Northern Blvd. #3A 
(216) 734-3996 
Opening Late November 

ALL LOCATIONS OPEN 7 DAYS A WEEK 
ALL MAJOR CREDIT CARDS ACCEPTED 


| Find out how 

to purchase your very own Diehard Game Club Super Store 

call 800-425-2500 today! 

COMING 

SOON: 


Washington, 

DC 

Brooklyn, 

NY Chattanooga, TN 

New Orleans, 

LA 

Westchester, 

NY Dallas, TX 

Houston, TX 

High Point, 

_NC_ 

Las Vegas, 

NV McAllan, TX 















FAX 919-562-0242 


Batman Fo 


Big Sky Trooper 
Bougerman 
Bret Hull Hockey '95 
Casttevania Draguta X 
Chrono Trigger 


Bass Masters Classic 
Batman Forever 
Batman & Robin (Atlv. t 
Beethoven 2 

Beyond Zero Tolerance 
Big Hurt Baseball 


Blazing Dragons 
Casllevania 
Cyber Speed 


Braindead 13 
Carrier: Fortress at Sea 
Chess Wars 
Clayligbler II 
Daedalus Encounter 
Death Keep 

Drug Wars 
Dragon Lore 
11th Hour 
Flying Nightmares 


Dungeons i 


Donky Kong II 
Doom 

ESPN National Hockey Night 

EXOSQUAD 

Foreman for Real 

Hagane 

Head On Soccer 
Illusion Of Gaia 
Jimmy Houston’s Bass 
Jungle Strike 
Judge Dredd 
Justice League 
Kawasaki Superbike 


SPN I xtremi 


Incredible Universe 
Lemmings 3D 
MLBPA Baseball 
Mortal Kombal III 


Deep Space Nine 




Forman For Real 
Gretzky & NHLPA 
... MS 


Pool Shark 
Return To Zork 
Street Fighter 
Theme Park 


Indiana Jones 


Knights ot Justice 
Mech Warrior 3050 
Mega Man 7 
Metal Warriors 
Mickey's Playlown 
Mortal Kombat III 
Mutant Chronicles 
NBAJamTournamer 
NCAA Final Four 


JudjUb&Otite^.'^j 
Justice League 
Kawasaki Superbike 
Lemmings 2 
Light Crusader 
Lion King 


The Last Bounty Hunter 
Walerworld 


Wing Commander ll! 


Saturn 


Neo Geo CD 


mIHHI 


Mortal Kombat III 
Mutant Chronicles 
NBA Jam TE 
NCAA Final Four 
NHL Hockey 96 


Petty's No Fear Racing 

Phantom 2040 

Power Rangers Fighting Ed. 


Dragon's Lair 


Aero Fighter III 
Fetal Fury 3 
Kabuki Klash 
King of Fighter' 


Payne Stewart Pro i 
Phantasy Star IV 




Incredible Toons 
Minnesota Fats 
MLBPA Baseball 
Mortal Kombat It 


Power Rangers a Th 
Primal Rage 
Road Rash 3 
Seaquest DSV 
Skeleton Krew 
Tecmo Super Bowl I 
The Flintstones 


IWrek (Star Fleet Acd) 
Super Bases Loaded 3 
Super Punch - Out 
Super RBI Baseball 


NBA JamTE 


Syndicate 

Tecmo Secret ol the Stars 
Tecmo Super Bowl III 
Theme Park 
The Horde 
True Lies 


The Punisher 
The Shadow 
Theme Park 
Triple Play Baseball 

Weapon Lord 


Return to Zork 
Romance 3: Kingdom IV 


Urban Strike 


WWF Raw 1 
X-Men 2 


vailability are subject to change with out notice. We have the right to refuse ; 



SELL AND 



TRADE NEW 

1 

A II 

ppvns 

i 


& 11 

TL 


VY dec 


ULTRA-64 


SEND TRADES 
TO: 

138 BRIDLE TR 
YOUNGSVILLE 
N.C. 27596 


PLAYSTATIO 


/•V* 

1 / 

Playstation 


CALL FOR ANY TITLES 
NOT LISTED. 

WE WANT YOUR 
USED STUFF 




















#SQ203 


Chrono Trigger™ Game Pak 

This is a killer RPG. 32-Megs with anil 
ed attacks/spells. From the creators o 
Final Fantasy® series. 15 endings and 
hours of game play.; Priced at $79.00, 
Item #SQ209 « . 


“Tablet” Secret of Evermore™ 
Tee-Shirt 

100% Cotton Hanes Beefy-T with crew 
neck. White only. Squaresoft® logo and 
stone tablet game map on front. Machine 
washable and made in U.S.A. Sizes L-XL. 
Priced at $16.00. Item #SQ205 


Final Fantasy® II Game Pak 

This one is a classic, and hard to find, 
has been at the top of everyone’s lis 
past 3 years. Priced at $69.00. 

Item #SQ204 


Secret of Evermore 
Baseball Cap 


mbroidered Squaresoft and 
vermore logos. Black only. 
I.S.A. Sizes M-L. Priced at $ 
em #SQ206 


Breath of Fire™ Game Pak 


I interesting characters, 
'ing with a blast of hot 
$39.99. Item #SQ202 


Secret of Evermore 
CD Soundtrack 

A single CD recording with 
ful sounds of Evermore. Pr 
Item# SQ207 


Secret of Mana® Game Pak 

stunning 16-Meg Action Adventure f< 
to three players. Play this game ant 
cover the secret. Priced at $49.99. 
Item #SQ203 1 


Sale Price! 


HowTo Order 


To order by phone, call l-800-i 
To order by mail, please write u 
eating the name of the item you’i 
the item number (next to iti 
photo) and the quantity clear 
Send your order do Squaresoft, 
Blvd., St. Louis, MO 63132. Pay 
funds only, payable to Squaresof 


160 Research 


nd expiration 
jde 8.2% sales t 


ping and handling contine 
Alaska, $ 12.50 for Canada. 




THE FORCE OF EVIL 
THE FORCE OF GOOD HAS 


24 megs. With rendered 
graphics. Battery backup. 
A hero and his shape¬ 
changing dog. Ancient 
civilizations, prehistoric 
jungles, medieval king¬ 
doms, futuristic cities. 
All on one strange planet. 
Discover the Secret of 
Evermore. And remember 
to put on your game 
face, ’cause this one 
ain’t going to be pretty. 






j£S| 3QUA.RE30FT 







Meat! 


ftifre 

Standing naked on a St ~ glacier, 
munching on tribesmen, you sense that 
something really bad is | coming. 

Suddenly, a daw-happy raptor comes screamin' 
out of nowhere to slice and dice you into 
gorilla cold cuts. Before he can rip your face 
off, you nail the lizard breath with a crushing 
brain bash. Just another day. 


It's Primal Rage. 


With all the flesh-ripping fighting 
moves, action and fatalities that 
made the arcade hit #1. It’s new. 

It’s different. It has Flying Butt Slams and 
Farts of Fury. Deadly multiple combos to 
pound your opponents into submission. 
Unbelievably realistic character 
animations. And of course, Power Pukes, 
Gut Gougers, and Face Rippers. 
Primal Rage. For Sega" Genesis’" 
Super NES,® Game GeafGameBoy,® 
and PC CD-ROM. 




3 Time Warner Interactive, Inc Sega, Genesis, and Game Gear are trademarks of Sega Enterprises, Ltd. Super NES and Super Game Boy are registered trademarks 0/ Nintendo OttmiU, k Ml fltjklS [(Will, 


Primal Rage 1 ” & © 1995 Atari Games ( 







